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Welcome to the official strategy guide for Infinite Undiscovery. Thanks to the resources and access gracioffiil^ifi l‘ | 

prsvided by SquareEnix and tri-Ace, this guide offers remarkable depth of information and data for all levels o! 
gameplay. Indeed. Ibe author team spent several weeks in Square's Los Angeles offices, working sida by side jpiUi 
Square-Enix’s peerless QA team in ending flawless strategies and unlocking all ol the game s secrets tor yOof. : SSt" 


THE LIBERATION FORCE 


PRIMARY CHARACTERS 




CAP ELL 




A simpleflute player, an orphan, a drifter and a lifelong loner. Capell the Soother is 
a boy with'frco ties and fewer 'warrie ^,, until one day, soldiers ofthe brutal Order of 
Chains suddenly seme him and toss him into the deepest dungeon of Grand Prison, 
Stunned by his jailers ' contempt, Capell can't understand why his guards beep 
calling him "the Liberator*” Perhaps even more stunning is his untrained skill 
with a short sword that soonfalls into his ban as. When a spirited young girl 
named Aya leads a breakout, Capell finds himselfswept up in chain of wents 
destined to rock the very foundations of the world order. ..and challenge even 
gods themselves . 





















AYA 

Adept uoith a how and low-lcvd healing magic, Ay a h a keen admirer ofLord Sigmund the Liberate 
and a fervent soldier of his Liberation Force . When her ‘rescue" of Sigmund turns out to be mistaken, 
sbenomthfilm drags a reluctant Capell into the cause. Her attitude toward CapeUgrows decidedly 
more complicated as she discerns not only bisgoodheartednature but also the hidden strength that 
arises in the most unlikely circumstances. And her own hidden qualities wtill surprise the entire Force 
soon enough .. . 


. .ng ma n of remarkable leadersh ip skills. Lord Sigmund leads a ragtag, hut surprisingly 

t:z ■ rebel group known as the Li hern Fan Force, createdfrom an effort to thwart the 
2 ' ■ fht's plans, Sigmund sees something in Capell, his dead ringer—something far deeper 
, - ; • striking resemblance. But he's a man who keeps his own eon usel in personal matters, 

sssi -. ;.; j r rim andphysically draining job to do — breaking the Dreadht ight V evil cha ins 
a, - * - j - j harness the moon t before they lay waste to the land. 




SIGMUND 
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CHARACTERS 








CHARACTERS 




EDWARD 

Edward is a powerful ‘warrior 
-whose shill with hH massive sword 
in an rivaled. The only thing stronger 
than Ms battle prowess is his 
unquestioned dedication and loyalty 
to Stgmundand lbs Force, Hh 
contempt for Capeil $ '"weakness * is 
almost palpable, and it becomes even 
more pronounced as it becomes clear 
that Sigmund sees special qualities 
in the ragged young musician. 


BALBAGAN 

Edward calls him 'Sir Muscles.A massive melee warrior with an axe the 
size of a city stop sign, Balbagan is a mighty man with simple needs. Give 
him a good meal, a good night s sleep, and a good cause, and he’llfight hy 
your side with a nearly inhuman ferocity, The only man who’s ever bested 
Balbagan in a physical challenge is'Lord Sigmund himself. So now Balbagan 
is the heavyweight of Sigmund's Liberation Force,fighting with the twin 
goals of smashing the Order of Chains. ,, and getting a rematch. 


EUGENE 

A mage of great shill, Eugene is a boyhoodfriend of Sigmund and a great 
source of knowledge and level-headed guidance for the Liberation Force, 

His calm demeanor provides a perfect counterbalance to Edwards fiery 
intensity in their roles as Lard Sigmund’s primary lieutenants, His healing 
and resurrection shills can be indispensable to a well-balancedparty, but don't 
discount bis offensive capabilities. 


RICO & RUCHA 


Capell meets these inseparable twins in the village of 
Nolaan soon after his escape from Grand Prison. Good- 
n a Cured, playful, and full ofspunk, both Rico and Kucha 
possess indispensable skills of a remarkable nature , hi 
time, they become some of Capell s most reliable and upbeat 
partners as the m ission veers into ever-darker territory* 
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A stout, powerful crimson Bair, Gustav is Ay a a 
"pet '...a somewhat quaint term for such a massive 
and devoted creature. His presence in your party 
adds great physicalpower and launching skills, 
knotting foes into the airfor easier KOs. Keep in 
mind that Ay a ’s presence always brings out the best 
in him. 


VIC 

A street urchin met m Kalian, Vic is a master pickpocket who can pick locks 
and disarm even the most sophisticated trap. With Vic in your party, you 
tt-jv find yourself a distinctly wealthier person- But Vic also has a secret that 
plicates his friendship with his good “buddy Cap ell. 


touma 

, :un% dr is fa ofHalgiia is a friend ofLord Sigmund and a 
ft master of the highest level skill. His leadership qualities can 

r tim a % tduahk party mem him 


GUSTAV 


KOMACHI 


She wields a wicked katana andfights with unnatural grace. Yet perhaps 
her biggest assets ore her elegant Trapmmter and Honeysuckle skills N which 
gwe you access to seemingly inaccessible treasure chests. 
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SECONDARY CHARACTERS 


GENMA 


SERAPHINA 

Seraphina is an arista of the highest rank with a probing intellect that 
questions even the most fundamental of constructs. Thus, she finds Kristoferis 
segments of love somewhat illogical and slightly vexing. 


KRISTOFER 

A great lover of women in the classic Don Juan mold, 
Kristofer keeps things warm in icy Kolton. But despite all the 
sweet talk to any female within his radar range. Kristofer has 
only one true love: Seraphina, Ironically, she is as cool and 
seemingly emotionless as he is passionate. 


“nis venerable member of the Nightwhisper Guild is always nearby with news from his secretive intelligence 
network. He also proves to be an Invaluable provider of respite and re-supply. Expect his help in unlikely places, 
particularly when the road ahead looks grim and unforgiving. 


Kl RIYA 


SAVIO 

Also known as Starseer, Savio is an arista oracle with famous powers of 
foresight and magic. A master of ancient rites, he is a calming presence 
and, late in the game, will prove an indispensable one as well. 


DOMINICA 

A salty mercenary soldier with 
a penchant for straight talk, 
Dominica is Aya's friend and 
protector with connections to 
the inner circle at the Emirate of 
Pay el. She sees things as they 
are, unfiltered, and her realism is 
refreshing. Her weapon skills are 
also welcome in any party. 


A renowned and somewhat 
infamous healer and scholar Ki'riya 
dwells in the deepest reaches of 
the Cobasna Tim be hands. His 
knowledge of lunar power can give 
the Liberation Force the edge it 
needs in countering the insidious 
machinations of the Dread knight 
and his minions. But can Capell 
and crew find him? 




























THE ORDER OF CHAINS 


LEONID THE DREADKN1GHT 

Founder and iron-fisted leader of the Order of Chains, Leonid has engineered a horrifying plan to 
ensnare the moon and use Its great power to establish a new world order. Lashing the world s 
satellite to the planet via a system of great chains linked to the ground* the Dread knight has 
harnessed unspeakably dark lunar powers and unleashed them far and wide on the land. 


SARANDA 

A cruel, seemingly heartless 
sorceress of great power, Saranda 
is Leonid's most loyal and adoring 
servant. Her mastery of lunar 
Influence augments {and warps) the 
strength of the Order knights who 
guard the Dreadknight’s chain links 
throughout the land. 


THE ORDER 
KNIGHTS 

The Dread knight's lunar chains 
are weakest at the points where 
they’re anchored to the ground. 
Protecting these links are Leonid's 
most powerful followers, the Order 
knights. At each link, you must face 
and defeat one of these fearsome 
warriors. 


Lester 


Semberas 


Dmitri 


Niedzielan 


Held 


Iskan du 8al 










GAME BASICS & 
SKILLS 


CAPELL 

In the world of infinite Undiscovery ; Capell is the only character 
directly under your control. Using the feft analog stick moves him 
around the environment ® is used to examine objects or spealc 



to other people, fike townsfolk. After drawing a weapon with O. ® 
becomes quick attack, while ©is power attack. Holding down either 
© or® activates the battle skill assigned to that button. Abilities 
assigned to ® have standard power and MP cost, while abilities 
assigned to © increase both power and cost by 20%, fl attempts a 
Deflect Drive. This parries an enemy's strike just as it hits, stunning 
them and guaranteeing follow-up attacks are critical. This is a great 
tactic to use against single enemies who telegraph their attacks (or a 
cluster of enemies all to one side), but this is difficult to use in crowds, 
and won't work against magic, or certain attacks. Holding a brings up 
the Connect menu—press the button corresponding to the character 
you want to Connect with. While Connected, that ally ceases acting on 
his or her own and waits for CapeIJ s directives, ©and @ issue direct 
orders to that party member. Battle skills, magic, and Connect askiiJs 
can be assigned to these buttons. As with © and © ©functions as 
the standard version of an action, while® increases effect and cost 
by 20% (though this does not apply to spoils). When not Connected 
to anyone, © plays flute songs, whereas © calls for healing aid from 
allies—they then u$e any magic or item you've left available to them 
(enable or disable spells and items by pressing ©over a given item 
in the menu: this Is great for restricting the use of overly costly or 
relatively useless spalls and 
items). Finally, ® brings up 
the camp menu, which does 
not stop the action and can 
be used even in combat... 
occasionally essential 

when you need to perform 

. 

emergency miraculous j- 2 —--- 

medicine triage on your mg' _ 

unexpectedly disintegrating * 33K5 
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Capell s Basic Attacks 


olfce 


Comm and 

Humber of hits 

Description and Special Effects 

Purpose 

0 

1 

Capeii attacks m\t a3E0 degree spin. Cannot cancer into aatlle skills. 

Clearing oul and d^ruptirig foes witien surnMjniljBti, 

©0 

2 

Capair attacks with iw linear strikes; the 2nd hit launches foes it AP 
g^L.ye is hi led past taryei marker. Cancels lo bade skills. 

Popping foes Into (tie a?r to snare EXP lionuses 
with aerial comhos. 

OOO 

a 

Capei: attacks with three tar state; t tie 3rd hit knocks foes down ff 
AP gauge is ff lied past target marker. Cancels to battle skills. 

knocking foes down 10 replenish HP/MP with 
ground com&os. 

©00 0 

e 

Capeii follows three normal strikes v/itti a swirling 3-nit attack. Cancels 
to battle skills. 

Building AP. attacking toes impervious to AP 
etteds. and chaining to battle skills. 












































CAP ELL’S ATTACKS 




For being the composer of such leisurely tunes as "The Slovenly Serenade." Capeli is more nimble on bis feet 
than you might expect. He's an effective fighter right from the game s first encounter, against two Order jailers. 

Evert without abilities. Capeil can use O 00 to deal damagt m relative safety, going for special strings where 
appropriate —Dancing Rhapsody to build AP, and Crescendo Spike or Diminuendo Dive to use It. After launching 

with Crescendo Spike, repeat Crescendo 
Spike over and over until Cape [I runs 
out of AP r or simply juggle with 

Dancing Rhapsody. After knocking down with Diminuendo Dive, © © can 
be used immediately to score a 2-hit downed combo (among other options). 
Finally, simply using © © © without Crescendo Spike, Diminuendo Dive, or 
Dancing Rhapsody can be effective, especially on harder difficulty settings. Jf 
you use a full attack string without chaining into a Battle Skill or knocking down 
or launching a foe. Capeli frequently gets hit immediately after his attack. In 
these cases, just ©©©and run away! 
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Status Effects 


Through certain speRs or 



semies inflict Capeli and his allies with various detrimental effects. Results can vary—allies may 
i may become completely immobile, and so on. The following table details status effects and 
function. You can open the camp menu with 9 and apply the appropriate remedy manually, 

: simply call for healing with®—as long as required items are stocked and unrestricted, CapelTs 
ailments. If Capeli is somehow incapacitated, unable to call for healing, you’ll be relying on their 
The panacea, cornucopia, and mysterious curry bread items help by curing any status ailment, 
two are rare. Alternative cures are listed in this table. 





*Cwflii&tficoR$dDLi5, M*Sunable to 
-m i-■tMraflwaapdsloafliK. 


:i 5- i i c-ip n: ..j he's ^ cable to mov=. 
I ■ 5 KK csni ■ -.nds to jIL-sv. 


of rrui HP -is lust evsry 5 secondi 


Liquid Sill 


Selling h!i GoE^s. 
Barry BfSU 


ArtifdoU, Cbbteaia 
SsM Sandwich 


i s oi ma* WP is last every £ acwitt. 


’Ji ic sc* i' tijy, .$ paralysed's u-wbleto 
i? or isioe ooimrarids to 3lfc& 


Hob, 1 Wafer 


Pra-Gorve Soul 
Rtf 


aram erusis 


~ fawn 'Fit afitn d* call tor 


Gas- s t^Yi ru ;oiifused poKrttai,! asacNtflD 
biaasattvetwist.if GapcsJ c tonluwd. 


Sedzttva. Toast of 
Dawn 


ft ■ sKK) f} CE 4 M Gf:l 30 L iY'Oy* f Cip€ IS SfJO!*g WarTOn. 

v 3T-i2 ««£ Comer -a i'h eiias, frr tM Haney Tea. JackjHt 

Sot^r 

it“ .* rrzzc ss sun* OMptabiy unisie to 
r r«i *—-* 3^ -"i W"h£- -.he time? Ms fit me Odra Eye, Roct 

* z&£ s r sEzte and lit? 'Finer Hart StKfc of Brest 

■ea^e; I iT sarsOst!?' 


1 con/ 

Stains Effects 

Cure 

Graphic 

i Ailment 



Unseeing 


M 

k 

k 


Urrtasting 



k 


Victim suna?i lowarac accuracy snd ec-uncii isceivs 
orders, h Capa ■ s afflicted. the scree c becomes blurry 
and hs usnrivL iQJk-Qrl U i^si, 3 rConnect to allfflE. 


Vlclin, anno! rcca.-ve ajdars. If Casell Ls aflUclBiS, 
hearmfl rs muffaQ and hi cannoS Canneci with allies, 
iho-jgn he tan stil eai= lor heaiuFj. 


Allies lei off a punQHir odor, un attract enemies 


Victim receives no benefits from tox 


Eye Drops Heirs 
Fjjg Sandwich 


Angel EarplcM 


Victim is brich, stunned Swtf -bi ;t~i -u. : s uk s 
aunch after the stun.. 


Al-ies cEase attaching toes a*d 5om on 
Lricemeiy sbngsmus 35 aifces are stronger mar moa 
enemies mat srs-i'i Oobw. 


Victan ejperje*x*5 biscaf’.rwf 

onlersor 'A: ^Tytr-ing y± x ack h Gajs® a 
Bstserfe he caiinal issue 0*3*5 3 c-1 -s srssrrM 

hnsiwpon 



GAME BASICS AND SKILLS 






























































mttimiMi * 





Ser^pnfna 


Cltaracler 


Character 


gathered from felled 
enemies, Capetl and friends 
frequently find treasure 
chests throughout the 
adventure. Most can be 
simply sprung open, but 


— ■ —_____ 

LU Hits/ 
Effect 

itsmsiwmm 

2 

2 


5 

5 

jn 

©-30 

seconds; 

0-35 

0*60 

seconds 

A .73 

1 

0‘9O 

seconds 

seconds 

| seconds 

0 -108 
seconds 

L _ 

e 

9 

11 

5 

7 

^ T1 


! 

zn 


_ a j 

2 

3 

__ 1 

J _ [ 

j 

5 

5 
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We Make Our Own Luck: A Word on Stats, Loot, & Treasure 

State are important gauging , he US6fulness Q{ a character _ Hp Mp 

and also equipped gear. There is a hidden stat, too-luck lor LUCt L..H. h T ’ L a " d ,NT are determined by overall level, 

they survive potentially fatal attacks, 

whether an item actually drops, however. Each enemy has a set percenter*. S ™ reS 3 W " Shot LUC does not effect 

can drop a wide variety of items, in one of four drop ranks (S A B a Cl Th a * * Whelher “ em5 wi " d ™i> U P°" defeat. Each foe 
Is defeated—score Player Advantage repeatedly and defeat a foe effic .1 * 'T ' S <,etermined h * how effectively an enemy 
Advantage and you’ll get A rank; defeat the enemy normally for B rank $ ra " k ^ Sim, ” V " W P ' ayer 

C rank (usually a low-quality ilem, or junk). Then, within each rank differ * e " e,n¥ ,<10V 0C,lre Enen V Advantage for 

within a rank is what LUC affects. As stated. LUC is a hidden stat net dls 1 ' T" *" The ot «»* item awarded 

characters are relative to one another There are also a few accessories that b JUTutr' 7* ** ^ ‘'° U Wh ° * e ,ucWest 

information, this guided chapter on Hems does! S C a ^-- wh * le game doesn’t feature this 


fn addition to the loot 


occasionally chests are 

contents. Consider JU s, waiting, since focked chests are US u all y worth' ^ f * deS *" 5 *" 3 


Capelf’s battle skills 

■ 


Description 


learning E*ectrffari 
Method j Time 


©Battle skill 
MP Cost 


frssSanl 


Pnstani 


Slashing Canon 
PuiUns Gavotte 

Symphonic Blade 

Marching Boots 
Eternal Refrain 

Ashem 

L&in £r*-c- 


; A Slash followed by a mighty kite. 2nd bit knocks 
B fog down if AP gauge is tiffed past target marker 

Two quick slashes followed l>v a powerful 
, sf'ockwaye. 1st hil launches foe il AP gauge is tille 
I bast target marker. 

I Atechnigue tbit draws power from a Connected 
3| y. Depending on who Capeii Connects to, 
i different elements are added ic his blade. Effect 
| ^ ds arter a set duration, or if Capers sword is 
sheathed. Dees rot work with Gustav, or with 
Sigmund before lunar rite. Allows CapeII to directly 
i damage vermiforms. 


I Lv.13 


I 3.5 seconds 


1 A barrage of powerful kicks. 2 ncte{Ha$t hit 
f l^unehss fas rf AP gauge is filled past Earrret 
j marker. 

I A devastating senes ot Irghlning-qusck slashes 

A powerful swing of tha sword in a piercing arc 
Knocks foe down if AP gauge is frlJatf past target 
marker 


I Ao aeriai assauii that hits tha enemy from above. 

j A shield-based attack followed by two swore 
aitacks. Last nit launches foe If AP oauge is filled 
j past target marker. 

] A jumping Ewcnd attack that uses aif ur the 
■ ■:*- 5 «n>gci 2nd hit knocks toe down if AP 

1 o ^ r ed pest target marker 


Uto 


! Lv.ie 

: instant 

40 MP 

' Lv .22 

1 0.?5 seconds 

75 MP 

Lu.33 

f 1.25 seconds 

50 MP 

Lv.50 

0-^5 seconds 

50 MP 

“Dance of 
ihefiwoKT 

0-75 seconds 

80 MP 

“Palh ot a ! 
Hero" 

Instant 

TOO MP 


BMP 

Tfl MP 

15 MP 

43 MP 

90 MP 
BO MR 

72 MP 
96 MP 

120 MP 


! AGL 
IWT 


Determines physical attack power. Checked against target D£f 
Determines physical defers. Checked against a ttacker ATIC 
| higher HIT rating causes mmiK!toBUan)less oto . Ch6ckea 


_telBmnir.es mmlw Mows will be guarded. Ctiected against atteoter Hit 


_telgrmiiie5 magic alack pwerand magic dahnse. Clwcte) against mm tectet 


■Hjils 3 Tl infilisniu fWi •‘vlim i n ■■hi. 


KJriya 

Gustav 


Eugene 


Micnalle, 

Dominica 


Aya H Vic 

Komacli.', Touma 


Savto 


Edward 

BsFtaoan 


Srgmund 50 

Rico. Burba as 


mnk-to. nntfa dh, vate Hself (asatpercentagn). 


KrisEoter 
Gape IJ 




























































Symphonic Blade Elements 

I Connected Frienil | 

Element Granted 

Aya 

Fire 

! Rico 1 

Air 

■ nucha 

Air 

i Edward_ 

, Air 

| Sigmund 

| Ait [only after lunar rile) ' 

\ Eugena 

| Earth 

1 Batbagac 

1 RT3___I 

! Micfiede __ 

j A&thET 

Gustav 

I fens 1 

1 vte ___ 

| Aether 

Touma 

] Earth 

Komacbi 

j Earth 


CAPELL’S BATTLE SKILLS 


As Capell teams Pattis skillsand allied Connect ski,Is become liable, combat options ^ 

Any of he basic attack strings can be canceled into battle skills, allowing you to easdy land P™^u™r 
begin tong combos. For example, with Cuffing Gavotte assigned to © . -putting © O O O. then P re 0 
0 again and holding it, performs Dancing Rhapsody to Cutting Gavotte. Cuffing Gavotte is;a battle sk 
launches if Capell has enough AP. so from here he’ll often get a chanoe to |uggle the enemy, especially wrth 
hie fripnrte attaddfiQ too. 




- e»H tMto Skills and unrestricted magic. Their incidental attacks very frequently bridge the gaps in Capell's 
Your allies attack with normal swings. C3n be 8riCOuragsd by J5 ing Connect askills While Connected to an ally, he or she can be 

assault, leading to truly huge combos and luggles. 9 example: with Cutting Gavotte assigned to 

rssxsxxssssss^^ 

on skill level). Whether Cutting 
Gavotte launched the enemy or 
not Sp&rrowrain’s presence allows 
•ne combo to continue— Cutting 
Gavotte either tosses the enemy 
right up into Spar row rain, giving 
Capell time to recover and juggle 
further, or it simply holds them 
in place, where Sparrowrain hits 
teng enough to allow Capell to land 
another Dancing Rhapsody...and 
so on! 


•p often becomes an issue it you use high-cost abilities, assign high cost 
- sale skills to friends, or allow them to cast any magic they please. When 
: ~~ Jtiag Capell, assigning his skills, and constructing your parties, keep 
t-s in mind. To begin, choose a character with effective, low-cost abilities 

* 1 can use as tools along with Capers otiense. Aya’s Sparrowrain, Rico's 
H :■ , Edward's Twin stream, Michelle's Astro, and Sigmund s Grinn 

. r serve as strong examples that are learned at relatively low levels 

• ■ ^main useful the entire game. Then, consider placing characters in 

jm party who grant useful abilities— Ri^o for talking to animals, Balbagan 
^ rocks, and so on (see chart). Finally, make sure you have a 

r/mg -eabng contingent. Even if the Connect buddy you picked happens 

-sealing capab has. they don't count— allies do not use curing 
- ■ ; :-"5-;:3d. While any character employs items like berries 

..' V , w : as the hems aren't restricted), you should always 
. , „ n drffjah scraps. youll l^ly want to travel with 

curing, as ts Rico, but the heavy 
- f and Eugene. Don’t worry about giving 

»capable of dispensing severe pain. 


Unique Ability 

party Member 

! Striking distant objects 

Aya (Ravaging Raptor). Komaohi (Honeysuckle) 

j Talking to animate 

Rico __ 

Charming foes 

Rico (Penguin ParadlE, Rabbit Tail) 

1 Reviving fallen friends with rratfc 

Ructa. Eugene ___ 

Summoning 

Rucha (Tu na Mag) 

i Finding raw materials occasionally 

i Rucba, Gustav, Komaciii __ 

| Viewing elemental resistance of foes 

l Sigmund (While Cormedled) _ 

Indicting silence, unhearlng, unseeing, 
j unsmellmg _ 

| Eugene (Salt Splitter) 

j Breaking cracked rocks 

Balbagan (Glgatackle), Gustav (Explosive Ride) _ 

Being a bear 

Gustav ______ 

Disarming traps & feockplcking 

Vic, Komacrt 

Stealing from, enemies 

| Vic (Sneaky Scorpion) ___ 

Pulling in distant objects 

I Komacbs | Honeysuckle} 
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7 "" - many lesser ones, can be cfefeatecf with parties buirt fike thi^ fnr ■ « 

- :■: ^«b= Wnen assigning battle skills, consider whether it's even worth assigning two tor vouf V ' S Connected friend 

:-t 5 < .and here we are staring at Edward); there's no reason Jo gw ' who can pull their weight repeating 

:r£rce 10 60 anything else. This also levels that skill up faster. 

-jj.jah more frequent use. Let your mage friends heal and fire away with 
: f'sivs magic autonomously, encouraging them more toward the healing 
- ss resde(J & y breaking your Correction briefly ( o . then pressing 
■ a m off the more expensive offensive spells until late in the game. 

!h 0 “S h - lfs a,SD w 0 ftb disabling redundant spells—skills are tar more 
useful when they’re leveled up, but it takes quite a lot of use on any one 
spell or skill to get it to Lv.3. Letting a mage use their full spellbook may 
never 9 fittll 8fh anywhere! At first, pick one or two cheap offensive spells 
you like to lean on. Later on in the game, as Fol piles up and your level 
increases, MP becomes less of an issue. Higher levels mean bigger poofs 
of MP, and deeper pockets allow more liberal purchase of items for MP 
replenishment. Very late in the game, there are even some items that grant 
MP regeneration over time (between 1-3% of max MP every 5 seconds), 
in practice, this essentially grants the user infinite MP. and changes 
-.he game dramatically—here, you can loosen your collar a bit and start 
swapping out mainstays (ike Cutting Gavotte for Grinn Valesti, Sparrowrain 
for Raven Venom, and so on. 

USING THE FLUTE 


Song | Descijpimn 



VafBFs 

OtnJuraius 

Prstari 

Furtuna 

Obs<repenj& 

Prudemtee 

^capers 

LunarPs 

jWiicfrtari 

Pteoars 


soeSayS 0 *** “ rea5re,6a Manse tan Mcrea5EE ***,** 1 


Learning Melfojd 


A wngoi pi ayer which «li tfia atUllttes of tte party white song is pfeyd 

An uplifting song which gvjk =' reeling that one's luck will improve. 

An original song w hich rs ji^sfa vgry noisy racket. 

A song which creates an area canceling lunaplyph s-Tlects and magic. 

A sung wlifch shares ih* tight of Saruteus-, anabrfoq hidden obi&cteto^e^ _ 
vemffeiSs B ^ hWden trs,3Rljre cf,e s^ Alta ii>s party to target 

A sQhMrtjfch frfea* the power of m moon and hurts those wiriiVoo much of 

'■■3* power 


Concerto Score 
Suits Score 
Symphony Scar-; 
Prelude Score 


3(3 MP iniiiallv. then extra nrely rapid 
MP drain for duration of song 


i Granted during story 
I bySanrtais 

' Granted during: story 
| bySanjieus 


30 MP miiially, then extremely rapid 
MP drain tor duration os’ song 

IQfl M- miliary, then estremafy rapid 
MP drain for duration of gong 

10 MP initially, then very rapid MP 

drain tor duration of eong 

T o 

I 3 MP initially Shed MP dram for 

[ duration of song 


r lartjet/Areji of Filed 


Allies in sufrounding area 
Allies In surrounding area 
Allies in surrounding area 

Antes in surrounding are^ 
Surrounding area 


A song which distracts enemies' attention by crying an image of CapelJ thk ~ 
docay explodes alter a sh ort countdown, or if contacted by ^ enemy. 


■ Overture Score 
Fantas ia Score 


* 50118 wW! . whw played in lawn, has 9ie potential pi earning same money. 
^UdrtKre I A song wh ich turns ths targetea ensmv ajfaintt ftthar enemas for a firmed tirna. I 
Si A, song which irritates the targeted enemy, 

Trypnoticus f j A comforting song which puis enstnies to steep 

B A song which □gtiates both friend and toe and causes them 10 act irrationally. 


Some encounters, however (especially in the Seraphic Gate, unlocked after 
2 borough on Normal difficulty or greater) require an altered approach. 
A52insi ■ ::r - uli 9 fou P s of enemies and bosses, simply cutting your way 
■:'-.5-3 ran rj-ckiy get Capell into trouble. Apart from the physical risk 
Caoell mshrng in. difficult enemies often use harsh magic that can 
r' - ate your party in seconds. Sometimes you’ll get a warring in red at 
• ' Ts screen - but sometimes you won’t, and are only given audio 
v S-Sbes that a heavynuke is coming. In these circumstances, 
Pr&rsas your party's saving grace. Anyone standing within 

e “ ’ r song is protected from nearly every spell 


Trailing $confc 
Sonata Scare 
Fugue Score 
Nocturne Scars 
Gapricclo Score 


2 MF initially. ihen MP dram for 
' duration of song 

5 MP 

3 MP initially, then MP drain for 
duration of song 

j 3 MP mitiafly, then MP drain for 

j duration of song 

1' 5 MP initially, then raprd MP drain for 
duration oJ sjjrtg 

10 MP inilially, than vary rapid MP 
drain (or duration trf song 

20 MP injHaiiy. then extremely rapid 
M? draan for du ration of song 


Surrounding area 
Surrounding area 

Surrounding area 

i Foas ntar decoy 

‘ Bandfliriy rewards 5 Foi 
: when playedin towns 

j Targeted toe 

~~-- 

Targeted foe 

Fees in surrounding an&a 

Everyone Jn surrounding 

in the game. Incoming Hydrill shards. Geocrush boulders, and even 
Astro meteors simply get deflected harmlessly. Aside tram this, certain 
enemies cannot even be targeted or attacked unless they are made visible 
by the song Percipere. However, readying Saruleus’s flute at a moment’s 
notice requires a more measured approach. You won’t want to remain 
Connected often, because it prevents immediate emergency healing calls 
or flute use. You won’t want to attack much with standard strikes, since 
they, equire you to be too close for too long, and you won’t be launching 
many hard enemies or bosses. And you just might not be as inclined to 
bring characters along that you didn’t want to actually fight with, just 

















































because they can, say, break rocks (no offense meant to Balbagan or 
Gustav, even if it's doubtful either can read). Instead, you’ll want to Lise 
powerful skills when the opportunity arises, while surrounded with a 
solid, balanced group that can deal damage and take care of itself, in this 
capacity. Cap el I also has more opportunity to use other songs to boost 
“ $ ally’s abilities, or to debilitate foes. The need to be careful becomes 
much more pressing on harder difficulties, where almost every encounter 
rscomes a c hal I eng e—-be atsng the game on Normal difficulty unlocks the 
:reeling Seraphic Gate dungeon, as well as Hard difficulty. Hard difficulty 
isn't too bad: enemies have their 
stats and HP multiplied by 1 .2, 
hut by the time you’ve cleared the 
Seraphic Dungeon on Normal, this 
shouldn’t be too daunting. Infinity 
: fficulty, unlocked by beating the 

\LLY SKILLS 


game on Hard, is another story-.enemy stats and HP are multiplied by 1.8, 
and Gaped and his friends do drastically less damage to them. The very 
first encounter on Infinity difficulty is more challenging that almost any 
encounter in Hard model 



Yes, those are Is; yes, this is the first fight in the game. 




AYA 


An addCk fnnrfrd a£tti 

flair '* portrait is above target marker on &F gauge. 


=:mi Position. Just asGapeH has * target marker on the Attack Point HAP) gam mpresentmg iftjtf Ms attacks gain special affect*; so too do Ms allies Rather 

- --- target market, this position i $ marked by a portrait Of a character’s face that appears only while Connected to him or her. While GapgUs target marker varies font 

. .aether Ms allies’portraits do not.fthis portrait is egualto oraboue Capells target marker, aglvnn character’s skills and Magrc my gain special advantages 

m- - a,** m. Tim effect can involve Mv the enemy, stunning them, or knocking them down. It Vos ported ,s below Capell’s target marker, no special effect 
- : , -* m Capell's target marker only appears on tbeAP gauge after he has registered a special effect on the foe himself, such as launching them with Crescendo 

* - m, em down with Dmrwndo Dive. Many lesser enemies (like Orter soldiers and Lumper denizens) have tow target marker values, while sturdier adversarms 

Titos, ^ 

- m . ,, m Caodlt most build AP past the target mater before registering his special Ml effects. his allies have no such restriction-il their portrait is 

mm Rocha and Mrchelte have the lowest portrait valves, at position 2 out of 10. whileGustav’s is the highest at 

na ■: ran be launched, Gustav will launch it! Some toes particularly most bosses, are immune to special hit etfects altogether. 


. .. .. . .. j .= skill or spell, and points out whether any special hit effects exist with sulfiuent portrait position. 

, --- . , r - vrsUTShes am earned simply by leveling up- Later on. some advanced abilities are learned through books that must either be found, or mitten using 
r ss/T 7 Where this is the case, the title of the requited tome is listed. 

foe time it takes an ally to unleash a skill or spell after being ordered. Abilities that take longer to execute run a larger risk of being interrupted 
■ . ■ mas assume weapons are already drawn and allies are in position to execute commands-actions take longer to Mk » weapon * ml 
. _ ;!9 or if they must move to a differentposition first fetich as closing the distance to a fee before using a melee <m Beaton 

tr iv At of an ability, though same tite-game items cut down on casting times | 

....... Kb a skill or spell is used. Every ally has two slots for battle ms (BS). which they use autormmom depentkrg •:* "" v ciders There 

S/CS) Actions assigned to battle Skint or Q Connect skill expend standard MR and deal noteai damage Actons assigned to bank 


... -re sk's. Connect actionskills. and spells start at hr lout at 3. Through rHjiiiitiovs use. these sevens level up. U.d up progress 

: O . .", e*s >.' *** the battle skill, Connect actionskUt, and Magic menus. Abilities deal more damage tor have enhanced effects or duration) at 
ns ■ - : f ■ TS. extending how long a foe reels while being struck and enbsndng combo potenha! ResfOratrve spes do not level up. 

































Aya's Skills 

Stiff 

Description 

Learning 

Method 

Execution Time 

BS U© OS 
MP Cost 

es a cs 

MP Cost 

LV.I Hits,' 
Effect 

Lv.2 Hits.' 
Effect 

Lv.3 Hits/ 
Effect 

Ptecac* Pi;jne 

A/i ii^L'r: aimed at the enemy's feet Launches foe if Aya's 
! pwtrarf i$ above taryal mariterun AP gauge. 

Lv.3 

1.5 seconds 

5MP 

6 MP 

1 

l 

1 1 

Raragmg 

Saftor (CS| 

A powerful attack the? pierces the enemy, (Connect skill) 

LV.3 

Aya draws her bow as soon 
as she reaches Capolf 

QMP 

OMP 

I 

1 

1 

[Spanowran 

A Harrowing attack from Hie heavens. 

LV.S 

1,23 seconds 

15 MP 

10 MP 

: 

4 

S 

Fsfeon spread 

A dash followed by a sfrfee-taflpft shot 

Lv.13 

Insist 

35 MP 

36 MP 

1 

2 

3 

Moa fmcefer 

A rump luck followed by a hashing blast. launches and freezes 
fee if? mida:r if Aya 's portrait is above fargst marker on AP 

flAUiJ*, 

Lv.2t 

Instant 

45 MP 

54 MP 

2 

2 


Cardiol Cloak 

A dialing blast that takes The form of a fiery bird. 

Lv-25 

2 25 seconds 

50 MP 

60 MP 

1 

1 

r i 

Phoenix Fsalftsr 

A n?ry barrage of arrows. 

Lv.32 

3 seconds 

101} MP 

120 MP 

6 

6 

i i 

| Ship? Anc-w 

An sens* attack that ynJeasbes a Iturry of arrows. 

Lv.4G 

1,75 seconds 

120 MP 

144 M P 

5 

7 

IQ 

[Raven Venom 

A powerful attack inat hits the enemy from all sides 

Lv.52 

3. K seconds 

200 MP 

340 MP 

!. 

15 

22 

1 Devouring 
i Vulture 

An attack that hits a cancenlrated area with arrows. Nearby 

enf mfss are rendered immobile donna this attack. 

Lv.64 

4.25 seconds 

150 MP 

ISO MP 

4 

4 

4 

SrnnrghZal 

A fifty bird ihat decimates the enemy Knocks foe down IF Aya's 
portrait is above target marker or; AP gauge 

’’Memos <n 
a, Master 

Marksman" 

4.25 seconds 

220 MP 

264 MP 

2 

2 

l 


[ Aya's Magic 

Spell 

Learning Method 

Casting Time 

MP Cost 


Levi 

Lv.3 

2.75 seconds 

5MP ~ 


Megalev. 

Lv.17 

2.75 seconds 

1QMP 




CapeJl's itoemior and fast friend is a versatile ally. In battle, Aya hOfmalfyllres arrows at fobs wfflei;hanging back. She also performs a shm kick up close to pfbfatjg combos. Site comes equipped with Levus 
end eventually teams M&galevi. This makes her a great supplemental character— she offers decent, Irw-risk offense wmie providing spot tilling She's lacking as a main healer, especially later in tte game, 
so consider grouping her with at least one of Eugene. Midwife, or Ruche in dfflicuil areas.. Her Ravaging Raptor Connect skill is great for gaining Flayer Advantage against distant toes, and for striking 
objects, such as fruit hanging in frees. Sparrowgiri fe an excellent offensive staple for her lor the majority of the game. Later cm when her MP pool and equipment are sufficient to justify its use. Raven 
Venom Is even mare potent, Aya provides a small stat boost to Gustav while he is in lire party, She can also become an excellent cook 



RICO 


Rico’s skills 


Skill 

Description 

Learning 

Mfitflod 

Execution Timfl 

BS t/O CS 
MP CdSt 

BS 2/ CS 
MPCast 

Lv.1 Hits/ 
Effect 

Lv.2 

Effect 

Lv.S Hits/ 
Effect 

Penguin Parade 
| CCS) 

A laming technique that lakes wnrrolofan enemy (Connect skill) 

Lv,2 

3 secuntfn, 

3 MP 

J 

3 MP 

Puppet 

Puppet 

Puppet 

Rabbit “ fi :i 

■V nb j rh attars a t:-e irfe * m - aiyio* s sr:<r Litre. 

Ly.5 

2.75 seconds 

5MP 

6 IMP 

Chami 

Charm 

Cfiarm 

Serpent Head 

Launches a blast o 1 - energy at Hie enemy. 

Lv.27 

2.75 EKOfKlS 

25 MP 

30 MP 

" 

- . ! “I “ 


1 Rico's Magic 

Sueil 

Learning Method 

Casting Trme 

ypcgst 

Volt ' 

Lv.2 

3 seconds 

5 MP 

: Levi 

[ Lv.2 

325 secoEKiB 

5 MP 

■HydriH 

Lv.9 

3 seconds 

awp 

Levits 

Lv,13 

3.25 seconds 

15 MP 

VollSY.eep 

Lv 18 

3 seconds 

15 MP 


| Rico's Magic 

Spell 

Learning Method 

Casting Time 

MP Cost 

■ Hydiaih 

| Lv.21 

4 seconds 

20 MP 

Aerwhlrl 

[ Lv.3T 

4 seconds 

20 MP 

| Levustl 

Lv .34 

4,25 seconds 

45 MP 

VoltiCnurga 

mi 

5 seconds 

1 :. 7 - 

ijGeocrusfi 

‘'Maiding of Earth" 

4 seconds 

8CMP 


The mate sibling in the precocious, iriusicalty- 
loclinetf pair, Rico wields a baton. When 
towing he'll perform singfe swings or a 
3-itft chain with his batons, but he's usually 
deanciined To use Them, and instead favors 
■_■ ring from toes to cast from afar. Kydrill is 
"ts: :: from range, as it hits many times, 

4m«kT ccsl mucfi MP, amt can freeze foes in 
;-ic- leaving then total V vulnerable, Aerwflirl 
iry= numbers of lesser foes isuch 
^ Z’Sar ssttroi. white SoucJush can knock 
Rradacent-fl useful 

- j fee, ■ - res rest command the foe to attack each time. This is the puppet effect, rather than charm. It's vital to an early mission RatM Tail is more useful, as it charms enemies and 
. -. ■ -nwra&e :: “ike them attack, Foes charmed from Rabbi! Tail’s influence attack otter enomiss. and cannot he targeted by your party. This, coupled with its low MP cost, makes 
- *■' : -* » =•*:£ battfe skill unle&s you'd prefer he spend more time using offensive magic, Rico can provide healing, bui life jack of ares-of-effeci curing makes him most effective 

: -a gr Tsrvr-i -; sn mar, one. just life? Ays. Despite his youth. Rice can become a prodigious writer, authoring several exclusive ski If hooks and musical scores, Rico's stats are slightly 

i ts s 7^£«d wzt: RueRa 
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Rica's sister is less rambunctious and more disciplined. Like her brother, she uses a musical 
implement (in this case, drums) as hei weapon. She too sbaies a connection wtb naatra. 
loouph instead ctcanummingwith animals, sha summons and canirols a diminutive 
elemental least. Hr naNog. To keep Tirra Ncg active. Rucna must he Connected. Tills 
presents an ideal opportunity to use Capeil s Symphonic Blade against toes weak to atr . 
the element Fucha grants. Tit na Nog itself can spawn as any of the elements, though it s 
nherentty unnredictabla-yuu Vt no control over which element it chooses to represent on 
a given summon. As a summoner. Rocha is also skilled at magic, and can serve, itke Eugene 
or Michelle. as either a primary nealer or a fierce source of magic oltense. Foes susceptible 
to toe wun'i si and before spells like Pyrwall, or later Pyrbural. for long. Like Aya, Rnciia can 
cook. She also occasionally finds raw materials while simply running araunrt, Rucha's stats 
are slightly enhanced when she's grouped with her brother 


Tir na Nog Incarnations & Elements 

: Name 

Element 

Aarry 

Air 

Pyroal 

Fire 

Geogar 

Earth 

Astrog ul 

Aethsr 

Hydrake 

, Water 



JEf EDWARD 

Edward's skills _ ___ 

Learning 

Method 

Time 

BS 1;0CS 
MPCost 

BS2- CS 

MP Cost 

9 MP 

Lv.1 Hits/ Lv.2 Hits/ 

Effect Effect 

3 ! 3 

LvJl Hits 

Eft&J 

3 | 

Expjrt Slash 
* SworetequaJl 

; m 

A well-fimed science n\ \~m slashes 

A valcjink downward thrust. Knocks toe down if Edward s. 
portrat' i c stao-.- t 3 rqe: narker on AP gauge- (Connect skill; 

Uu.fi 

Lv.S 

1.5 seconds- 

5MP 

10 MP 

BMP 

12 MP 

2 

2 

4 

2 

5 

z r 

: Twinstreairi 

Turbulent Saving 

Two fesrsoma Thnisls. _— 

A spinning attack that knocks the tnemy ntfi rh-; air. 2nd Hi 
launches Edft if Edward's portrait rs a hove larget ma^er on 

AP gauge. ----— 

Lv.1t 

Lvl3 

0.5 seconds 

125 seconds 

15 MP 

23 MP 

ISM? 

27 MP 

2 

5 

2 

5 ... J 

2 

5 ~j 

yatvsnic Stroks 

1 Rising Current 

. A thrush ----- 

A funning upward stash. Launches few if Edwardsportract <s 

Lu.15 

Lv.ZI 

1 second 

40 M P 

10 MP 

1 

, 

1 

Thdrnrain 

An attack from below - hot empales rtte fl nanny, immobilises fes 
bn-''), f Edward's portrait =s abovE unset market on AP Gauge 

Lv.26 

2 seconds 

i rarnnrl^ 

50 MP 

65 MP 

60 MP 

7BMP 

1 

5 

1 

5 

= B n > 

Qragonsc Haal 

A pewe rfcil thrust or the sword 

A eighty tir usi toltowt d by a drag onic West 1 m ntabillres toe 
d-jring duration if Edward* portfsii ts above target marks* pn 

Lv.3D 

Lv.45 

1 x3 seluitU'S 

1 second 

75 MP 

90 MP 

2 

4 

6 

Burning Sun 

AP gauge ______ 

An explosive downward swing fueled by glyph ehirgy. KnoCK$ 
\<& down If Edward's portrait IS above tergal marser on AP 

Lv,55 

2.25 seoor-ds 

100 MP 

120 MP 

2 

1 

' --* 

t 

tempest Clash 

Muge. _____—- 

AfuriOtu frsrraoe of slacks. 

“live by the 

SttOtd" 

3 seconds 

125 MP 

150 MP 

9 

9 

9 


Edvard is one of Sigmund's strongest albes. His giant grealsword and extremely useful skill set make 
him the most well-rounded pure melee character. When simply attacking hulavufsa reverse hammer 
slash or 2-iiH chain His skills ate where he shines, however nr padieular. ******* 
ol best nounrHor-pound physical m in the game. Iron, both IhB guide's staff and Square-Enot's 
tssteni It executes vary quick*. doesn't require modi MP, and features two very heaoilv damaging 
hits Since Edward doesn't provide a secondary role such as healing, there is no reason not to Connect 
with him when he's in the party, encouraging him to use BiissM over and ever. He wen t need the 
MP lor spells or curing, alter ill. This stoic knight also shinas as an artisan-if yon want the best 
close-range melee weapons (admit IL you do), you'd need to keep up Edward's smithing skill 



mmiowMiiHiiiw 














































































































































































Learning Method 


Hasting Time 


MPCost 


3 seconds 


Lfivusti 


F GeflpaFe 


4 seconds 


Geocmsh 


Pyrdance 

Geotjuake 


4.25 seconds 


Learning Method 


Casting Time 


3-5 seconds 


3 seconds 


Meggievi 


3.25 seconds 


Geowali 


3.75 seconds 


EUGENE 


Description 


L taming 
Method 


GS 0S& G5 Ur.! Hits' 
Si MP Cost Eff^i 


Execution Time 


A random atfcfc uliriz^n-i aiffe-eni ores Pick between "" 
aReffl ^ 1in U t0 inflict silenci ufitorng. unseeing, or u^m&l.nQ 
or a targeled fos, (Coniigct sfoh'i 


Soil SeFitter 

tcsj 


SIGMUND 


Sigmund’s skills 


Skill 

| Briiw Vatasfl 
, Wftem 


Uvandne Slasrt 
fCS] 


Learning 

Meihod 


Execution Time 


LvA HiE& 


iiV CS 
MP CtJS; 


Lv.Z Hits/ 


Lv.3 Hits/ 


MP Cos. 


r ;y 


- - 




Lv.’Q 


l Second 


10 f.v 


VI .IF 


Lv.10 


d ■'s Seccjtcs 


. . ” 


Lv.TD 


3.5 seconds 


10 MP 


12 MP 


Lv.tE 


1.5 seconds 


2p M P 


. •- 


Description 

An aerial agssult that hrts the enemy I mm above, 

A shield-based sun IhiiQfted fry two sword aitaeij? ij^t 
luincftes Foe if Sfeflrunrf's portrait is above target m ark- an 
AP gauge, 

A jumping &wo;d ada^ [feat uses all of the wiatyer’s might. 2w 
hit knocks roe down if Sigmund's portrait Fs afeove Urget marker 
an AA gaugs, (Conrect skim 


] A powerful swing at tba sword m a parsing arc 


best. i«. Etlwartfs Twiistrwn.for Ua M m «««« BlnS „ 0 , mlreh poin , ^ J5signi a q ’ ’*' 10 ™ # * m Gm " **“*• 15 V*«*t «• 

Whm attacking ™™ally, Signed employs a jumpn* steh or a MR chain. Concenbim crafts tut a jaWtU-UI-trades -L.l| ■ -fmT"! t ° iW ** * 3 ** "" *•"* *■ **“- 

awa "grinding" no mych sUS on Sigmund. as * „ taller served on oilier, more s pezMizH , M[ , [n tto „ . ' “ **** mM » " ™» ta “- He ' s * "«» * "one. tomnr. sc 

Elemental affinities are revealed under their HP 1>3 f. " ' J ^ ' 3mun ' faiMs everyone s slats sFigiitfy. When Connect ed to Sigmund, the enemy 1 s 


JUii 


Meflaievus 


[ Lv .20 


3.25 seconds 


3.5 seconds 


3.5 seconds 


5 MP 


15 MP 


30 MP 


Childhood friend and constant companion of 
Sfr™* IS a part-time archaeologist, 
M ’"dilector priest heater, pain dispense. 
"WGodsmfth. He crafts some of the game's 
l^T v«apens. iiasihe mosj compete 
of teafFngmagic, and commands Uie 
c ;”^, '[rt eirfri m his offensive s&eEls, He'fl 
-S' hs sisff to hyri ore at foes, but is more 

isr^ogtortfjspalls like Gsociaw Like 
v ^ ^ v j^kj rF n doubt over a finaF 
slot Esgsw never tot yjo riovm, Ho 
«“’i AsSJE- r ffTtUErV 










































































































































BALBAGAN 


~*hbb* — — 

Rathanan's skills 1 

Skill Description Method Execution Time 

BS I/O CS 
m Cost 

&s a- CS 
MP COSt 

lv J Rlt& 
Effect 

lv,2 Hits/ 
Effect 

Lv.3 Hits/ 
Effect 

a-s Brigade 

A rolling attack thm finishes -with a jumding; hndy &lar*. last hit 
knocks fc^ ii Salbagan'B portrait is abcue target marker 

gn AP gau-3e 

Lv.3 

2.2S seconds 

20 MP 

24 UP 

5 

5 

5 

BoaoeMMCS} 

Art attack trial tie charged "or higher damage. Knocks fne 
down it 6slbagan r s perr^ait is shuts lar-pi marker on AP gauge. 
(C&nc#d skill i 

Lvi 

d.5 5«omt5 

5WP 

6 MP 

, 

1 

1 

“jTnsr of Brawn 

ConSEntratfls. .'unsglyph enargy mlo a defensive shield. 

Bsicagen's DEF increases !or a Bit duration. The effect is an 
increase oi s Ohaghty 12^? at Lv.15. and grows mom pjferti as 
Balosgan gains levels. 

LV.T& 

3 secogrts 

15 MP 

to MP 

O - 30 

itiODCkdS;. 

\ ■ 35 
seconds 

© - 45 
seconds: 

© - 50 
seconds 

-—- 

© -do 
seconds: 

0 '70 1 

seconcfe | 

Srintislammcr 

A mighT,- swing that ^ises the earth up -n;a the air. Knocks fua 
-iov.-n : f Ratbagsn’s portra-t is above target marker an AP gauge. 

Lv.ZO 

2 seconds 

36 MP 

42 MP 


1 

1 

A<le Drive 

4 clumsy—hut effective-spinning attack. US! hit knocks foe 
dov/EE if Bilbao an $ pOftrail is above target marker or. AP ga-tfe* 

Lv.43 

1,75 seconds 

50 MP 

60 MP 

4 

4 

S 

L. 

A thme-iiered attack useful against mulnpfe enemies. 

Lv.53 

l Second 

75 MP 

901UP 

5 

5 

5 


Edward Is Sigmund s more eerebml (it overly irassuratet melee companion. Balbagen is. . not. He luMs to me theory that if you cen t break it with a hammer, get a Digger hammer. BalDagan ™*Js 
a -..jease. which he'# apply liberty to snemy skulls MMT.mh hammer swing or (Hilt string. Concern..*, skills. BMngin h Moating Mb*: wtiilesnmeol his later stalls ere esuecie.% 
eovjflffiil, he fescKs The JW1P pc&l to use them 
zl will like many other ghs/aciars. For much 
:t me game until Ms becomes a non-issue, 
r^'s often better served simp&y using Barrier 
of Brawn to bolster h*s defense, and swinging 
sway normally, rather than using some of his 
surlier mostly awkward battle sWIfc. Balbagan 
tacks a craft, but can instead bash apart 
-= ].fe rocks strewn thnoughoui the aflu&nture, 
often opening the way to secret areas. 




MICHELLE 


Michelle's skills 


Stall 

Descriptipn 

Learning 

Methoc 

Exec ution Time 

BS 1a 0 CS 
MP Cost 

3S2- CS 
MP CtiSt 

Lv.1 Hits/' 
Effect 

Lv,2 Mils/ 
Effect 

Lv.3 HltS^ 
Effect 

_o'3r J 5 Cuirass 

1 (CS) 

A prctetiiva yheil ci psetr thalefcvElon 5 gn ai ^'' ® : ° r ^ 

l 0 - 5 KOnd shield, or ‘ for a 1 Z-eecund shteJC. iCn-nnEd sidll) 

LvS 

3 5 E^tondii 

ttFA gt' mas 
MP 

\2-c ot max MP 

Oranis sfcleld 1 
that ah5 c-ids 
damage 
aguali ng up to 
SO 11 - of max HP 

Brants shleh) 
that absprts 

damage 
equaling up 
| to 50 fc Of 
max HP 

Grams sh-xlcl 
that absorbs 
damage 
equaling up 
to 70^3 of 
max HP 


PMichelle s Magic 

St»Ji 

Learning Msthtid 

Casting lime 

MP CtiSt 

Astra _ : 

Lv.9 

3.25 seconds 

15 MP 

LSvi 

Lv.9 

3,25secosid£ 

SNIP 

! Il^gaievi 

Lv.9 

3.25 seconds 

10 MP 

LsvuS 

Lv.S 

3.2S setxmds 

15 MP 

[Hydtop _i 

Lv.9 

3.25 seconds 

10 MP 

' 'riaieviis 

Lv 15 

3.25 ssGOOds 

30 MP 

Astrovoid 

| Lv.lS 

3.25 seconds 

30 MP 


[ Michelle's Magic 

Spelt 

Learnmg Method 

Casting Time 

UP Cost 

MegaSevusy 

Lv.20 

4.25 seconds 

90 MP 

Asiraheam 

Lv.23 

4.25 seconds 

50 MP 

Miasma 

Lv.26 

3.25 seconds 

30 MP 

AsiroFumingus 

LV.30 

5.25 seconds 

60 MP 

fetraratyjise 

Lv.34 

5.25 secunds 

flQIUF 

Wekros 

“Tide tit Water"' 

4,25 seconds 

80 MP 

1 VoTfsvjeep 

"Whispem oE a Tree" 

5,25 seconds 

is mp 

1 _ -— 


T>. ; . e much to be said in praise rtf MICtiaET*. some of it pnoiablB. somE of it not. She s very 
. srd with certain male companions, and receives a small stal boost when u> a parti- 1 with either 
r.iieit D r Sigmund, Along with Eugene or Fiucha, she- 3 one of iha best main healers avaikbte. Her 
:.f weapon uf cticlce Is the grimaire—a magical spell bock. She attacks by tossing an endless 
,■ of encbanied pages from h&r tomes, or using them It? summon a ground wave to prolong 
.:c -:e up close. Her aether spell. Asm is the nisfitc equivalent to Edward^ Twinstmam — its 
i~zz: End powerful, anti bscumes something approaching ridiculous whom used end ugh IQ tittem 
; .vftat's more, enemies are stunned for !ha duration of its hits, and no enemy adsorbs 

:----■ Jimage (the Mme cannot Ds Mitt c-f any other element',. Michelle is a practitioner of afchemy, which, she uses tu rmmgnfciB.- ... ■■ "" *= "«»»» in:0 " 5£iu ' ingredients tor tftercialis 
- ■ Wf Connect skill. Lover's Cuirass, cm also be useful in quick skirmishes tfwt tepell «* other alliesj n virtual : guaranteed to rake :x agt-it tmtt t KnasetT *** **** a WMV 

tf HP as an extra lifehar ma lass for a main duration, wd must be exhauster! trim any actual damage is taken It Michele is being used an Astro shnoslw. fs «wHi sertng up Layer's Cniffiss as 
ar Connect ability, and using it on Cauell before rushing Meant a difficult foe or boss (before reluming to her regularly schooled Astro programming; 
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A fiery tosaift attack. 

An ability shat oombrnss Gustav'. 


<ConriE?Q£ Skill] 


A faOEiOw: swing of the bear claw. Launches foe if GusCTfc 
panraitsaEpME target rearfe: cn_AP gauge 

A b-:£zingf auraikat increase ATKforasfiijrt U 
sn increase of idughfy lira at LvJS, and grow 
Gustav gains levels. 

A raging CQJTisgnnifaBfogi of heal that Jndftirates; 


Drimewi Burst 


a^l m \p piftn. 




fax GUSTAV 


Gustavs skills 


TteJrAi S'J=T h 


Description 


learning 

Method 

Lv.13 

Elution Time 

2:25 55CDnds. 

bs i^Dcs 

MP CosJ 

10 MP 

BS 2f CS 
MF Cost 

Lv,1 Hits/ 
Effect 

U 2 Nits/ 
Effect 

iv 3 Hits/ 
Effect 

Lv.13 

Cepelf mounts Gustav as 
smh as it ?e n?jr 

15 MP 

t£ MP 

TSMP 

, 

1 

1 

V 

1 

Lv.14 

f second 

25 MP 

30 MP 


J 

1 

Lv.£5 

lv.43 

2 75 seconds 

2.5 seconds 

40 MP 

50 MP 

4a mp 

BO MP 

0 30 
sacnnn's: 

35 seconds 

r~r—I 

O - an 

sficonds: ’ > - 
70 seconds 

1 

©-90 

seconds, 

lOSsKdnds 


Gustav has the strength oi a.,.QJC so, Gustav is a bear 
%a s pet dsar. in lad. Ha's the rawest, mosl ftominaHTrig 
physical Some in the game by a fair mangrrr; while he can't 
equip any gear except bear cfaws and accessories, his 
base HP and ATK stats surpass everyone else anyway. He 
provides Capell the only alternative transport In The gams 
bey and simply mining—during Explosive Ride our hero 
hops on Gustav's hack tor a speedy ride. However, run 
iota any object or foe and Capali fei i$ 0 fj. Explosive Ride 
can be used lo break fragile rocks Just like Balbagan's 
Gigatackte. When attacking, Gustav has a 3-siash string with 

hisclaws. He can aFso rip chunks out ot the very earth beneath his teeUahuri at ft, 

-r. Mb. rn 1N> pool isn't sizeable and his packs da p* c f damage anyway in he "d rack ,*T tT ****"■ G,BW¥ *"* «™» «*««*** tam using skills 

no cost to MP. Consider 

Balbagan s Bamorot Brawn to ©}. Grizzly Swing can also be worthwhile when hunting for j ug g] eSi Mna ons Mi . a 'hhhltAPnm^ nD ‘ ™^ V '. ^ ^ buff wear5 0# ' iM ' J| Nke assigning 

n. For ail his advantages, traing Gustav presents some unique problems. The expense of hsvinn * u^rin ne ra -t ■ m t ^ ^ ^^ 8uStaVl rrsomethjEi 0 ^ rj be Jaurtcherr. he is launching 
sists are boos led slightly when grouped with his master, Ava her healing capatrilfty me'■ pro - ftrj™ h diff '/ ^ ^ ^ UP SrtHS ' fDfC '^ 9 ^ r ° ua * 0ilil|r ^racfers: Although Gustav's 

rather titan four means there's one iess ally healing or deah'np damage 3 powerhouse, but Uirse people (err, mammals! m the ftarty 





7-- ^—0.. WJ . _ DPeil l0CKBtfches;3 . whtah Dfttn rn , 

fsr some variation— Vte can increase the target's elemental P * ^ 3 or a <toub,B S3ChilarTd *** Sneaky SconUan is a Connect skill that ail, 

weaknesses. btliiei instant doom [not guaranteed, of 
: ^ ™ W?. or even steal loot. Komschi ts a more 

.*-• z-z: - pcw=rtui fighter who duplicates and improves 
-f ; m» tev-picking function. hw/ewr. so Vic is essential 
^iT^Ky. y‘ic has no Craft Skills, but can knock the 
■— store costs ft you shop while Connected. 

























































































































Description 


1.5 


2s»coads 


TOUMA 


Journal skills 


Shill 


I A guish SVrtnfl of the swwit Thai produces a sonic Sural 
[steady Will I An astoni-sTiingly tea flurry of deadly slrihes^ 

Swsrrttt Fury ; sw , f , 3^^ ^rjHzirg sapid Hutton pressing. (Connactskill? 

I tCS) | 11 

[fofajE tfB.Stlf | A magical sttestrihg of the sword trial create 5 IP! 


BS I/O CS B5 Z GS 
MP Cost MPCtisi 


itonEfllary 

. 


' A eiubCK spin followed by a Powerful *hM»Mire, 

A swtR and deadly attack lhaL affects a group of ^nsrnles 
~ ft n arienr corfihinaUEHi of SMUed sword strikes. 

Pi!sr!t£& Va,Q r ' A courageous step Tabard toll owed Say a heroic swing 


Learning 


Execution Tirne 

1.25 seconds 


Method 


15 MP 


24 M? 


20 MP 


1 -21 


1 - 1 fl 


1,11 


18 MP 


15 MP 


Lv.28 


30 MP 


25 WF 


Lv.M 


40 W 


JBMP 


? seconds 


Lv.33 


v” 


5QMP 


1.5 seconds 


Lv.4S 


72 MF 


Lv.54 


Pa lm a! Use 
Hand'’ 


120 


100 MF 


■ ^ el7pto natth „„ won lartensd mas Tmuna nas a 2-hrt strinu or maws and suites in one motion te® ms katana His tamed skill. Seamless 



vl j*ti KamaChl his servant i ouma hss no craft skills. 



K.OMACHI 


Komachis skills 


Skill 
: As'fl 

[ HonEysuctde 




1CSJ_ 


Crowfoot 
HcrsDeam 
Wafer Lily 

, Windflower 


MgJttsriarte 



Description 

! A burnmg b reatri attack 

Pulb in tar away items or eremite [Connect Skill) 

An aerial attack mat stuns the enemy. Foes are. briefly a&nned if 
Kor-achi's oc- rtrart is a hwfr target marker onfiF (WL 


k arant ghurikan mat smashes everything tn its prdh. 

A powerful splash that smites rieaiby foes with wafer. Launches 
fee if torRachi's portrait is above target mgrk sr m A? gauge. _ 
An aerial attach thatstrikes trie enemies wlh petak. Launches 
loe i! K^machi's portrait is ainwe target market c ri flPjgu&e. 

A rapid succession of deadly kicks. Last bit of Lv.3 version 
knocks toe down it Kcrrmcrii's portrait is above target marker 
on AP gauge. 

A teleportation strike. 




. h , __ th . .... - bBsjdes vie who c» pic* locked thesis, tart whaTs more. she can strsa oirt-oi-ieacti chests with Honeysuckle. 

«* lsT ™ ra ' s m s ™"'T 13 Sre3lal - SK hee oocmltsWte me abHili- to spnng chests or drag dtslatetmasore mates Mi ^homely Realms as e ««« 

pappliitp ability k aimed {ust like Aya s Ravaging Raptor a aI - n0(Ht other maleectwacteis Uka Battagan Of Edward, and thus a llife mom Milnofahle. she matesup for flns 

;rr~^ 

foe to use it. When attaching up class, shall either slash 
>atd with both daggers, er partem i double dagger stice 
i a hick. She receives a slight stal boost when grouped 
i iter master. Tcurna. While she has no crafts, she IE 
nstimes find tsw materials while simply reaming around 



















































































































































MAGIC 




top Cost 


Levs] 3 Hits 


a condensed whirlwind 
towards the enam/ 


Michelfe 


Ssnfis a tornado towards ttrg 
teairng up everything nearby 


Aenvhiji 


Launches foes ir caster’s 
at>Ove target marker on A 


Creates a spark abovs the et 
tliar hits 3 hem wrtfi a bolt of 
lightning. 


Sends out a Fjott 
the caster. 


Whispers or 
a Tree" 


an electrical sphere arc 
Ine enemy //filch hurts sny fo$ 
touches. 


Volt scourge 


OescriptPDO 


MP Cost 


Level 2 Hiss Levef 3 Hits 


MiMe 


towards 


Throws a fiery ember at the rest of 
the enemy, creating a pto of fire 


Creates a wall of fire at the feet of the 
enemy, engulflrig them In flames. 


Sends a huge bait of fire whip 
up nearby enemies. 


Sends a flame hunting along the 
ground towards the enemy.’ 


i A ball of energy which grows 

tfcg enemy and engulfs them 
erosion. 


rn3 9^ s*- etfijears in m* sJc; a nc j 
Krwfir5 ** eoamry wild flaming 


“Will of (he 
Universe' 


Fire magic 


Description 


MP Cost 


„ jjeais around 30% of an a |ji/ s 
HeaJs around 60% of an ally's HP . 
tteafs around 30% of HP for allies 

.Heals lQp% 0 f an ally's HP. 

Heajs around 60?- of HP |p r ;.jiiw 
H&afj tQQ% of HP for allies within 
jeviyss a fatten ally and heals So 9 A 
jevives a fallen #y and heals 10 it: 


Mishefle 


J-evuitf 


Megalevusti 


Restorative magic 


Air magic 


Spell BescfiflErare 


Aero wave 


5 MP 


M 

20 MP 

1 

f 

5 MP 

1 

3 

T5 MP 

, 

3 

50 MP 

3 

6 

i 


Determ spews a character uses is a little diffpmnt th»„. ■ ■ 

lL mms Mp - ineffi ^‘ «** useful spells, and SIS ™ 3 ^ SpeI ' Within a trader’s magrc menu to 
;7, " ! tov ™ ^ spells (Hydrill. Astro, etc.]. When ftequEfilf *1 T SPellS 35 Co "^‘ «■ Leave healing spells on 

, Wt,en MP “ shwt using abilities like Dimmuendo Dive' S a Zn cl ***"“ fltamelements - ***** spelte of 

a a nen 7 S ° me MP ' ° iherWise - rest at >™*. accept Genma's invitat on 17, “ *W* foes do ™’<»mbo them on the 

and enchantments become available that restore a percentage of ma^ J ZZ ^ *"* festore MP - ^ in the game pieces 11 , 

S=S=»S?SS? 


Pyrdaret^ 

I- 

i fysweep 






















































































































































































































































































Earth magic 


Spen 

Secs 

l- 

OescripiiDn 

Sends rocks hurtling towards the 
enemy 

MFttoSt 

10 MP 

LEV?I i nws 

% 

, 1 


- 


- 

Lv.8 

1^ 

Seawall 

Creates a barrier ot earth to protest 
the castsr. Launches foe if caster's 
portrait k above target marker on 

AP gauge 

£0MP 

1 

1 

1 

- 

■■ 

- 

LV,§ 

- 

GHSCLW 

Creates an earthen claw which 
rushes along the ground to smash 
the enemy. 

30 MP 

3 

3 

3 

- 

- 

- 

U17 

- 

Sscpate 

Sharp rocks spring up from the 
ground in [rent of the enemy. 

40 MP 

1 

3 

5 

- 

- 

; 

Lv31 

-- 

&OCfusit 

Sands a boulder hunting along me 

ground towards the enemy. Knocks 
foe down If caster's portrait is above 

‘■■irnat ma.rlfpr rtfi AP flSltfifi 

60 MP 

1 

1 

1 

- 

"Molding ol 
EarHi^ 

- 

Lv.36 

- 

5esCii^= 

uicL|cL 1 lalfibi IFii rtr uaL.-dj, 

Clauses an earth auake which hurts all 
nearby enemies. 

100 MP 

3 

3 

3 

- 

- 


*Ttow of the 
Land" 

- 
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mssMUM wlPCffil Level I Hits Level 2 nils 

Level 3 Hits Aya 

RiCO 

Rocha 

Eugene 

Michelle 

JteEfP 

Smashes an enemy with a 
small meteor and shocks them 
momentarily. Stuns foe briefly is 
easier' & porcrah Is above target 

martrar nn AP 

15 MP 

3 

9 

15 

- 

- 

-- 

tv.35 

Lu.S 

■MfOid 

m dihBi yn ™ ya'jy*. 

Creates an energy force that sucks 
in everything in the surrounding 
area. Has a small chance to kill 
foao outright. 

30 MP 

1 

1 

T 

- 

- 

- 

- 

LV.18 


Fires a beam of energy al a group 
of enemies. 

m MP 

1 

1 

1 

- 

“ 

- 

“ 

LV-23 

^s-ct'ifntnflus 

Pays of tight slime from the sky. 
causing enemies that touch them 
to explode. 

G&MP 

■1 

3 

3 

3 

“ 

- 

~ 

- 

Lv.30 

Astrocalypse 

Two balls of opposing energy 
collide to create an immense 
explosion. 

&0MP 

3 

3 

3 

- 

- 

- 

- 

Lv.34 



Water magic 


Spell 

Hv drill 

□escripliDd 

Sends a barrage of ice arrows at the 
enemy. May freeze tens If caster's 
portrait s above target marker on 

AP gaugr;. 

mr t/OSl 

8 MP 

Levy) i riLis. 

4 

6 

B 

■■ 

Lv.9 

- 


- 

Hydrtip 

Creates a ball of ice above the 
enemy which draps down to crush 
them. Knocks foe down if easier'5 
portrait is above target marker on 

AP jtsi, ii" p 

10 MP 

1 

1 

1 

- 

- 

“ 

■r 

Lv.S 

Hytitatn 

nr UDUytt 

Showers the enemy -vilh acid ra.n. 

20 MP 

A 

A 

A 

- 

Lv.21 

” 

- 

1 

Hydryscr 

Freezes the enemy where they stand 
and shoots up a geyser from under 
them. Lv.1 version launches feu 
it caster's portrait is above targe! 
marker on AP gauge. 

50 MP 

2 

2 

2 

~ 

- 

LV.32 

- 

» 

Miasma 

Emits a cloud of poison gas from the 
easier, damaging nearby enemies. 

30 MP 

1 

1 

1 

- 

- 

"Power of 
Fog" 

- 

Lv,25 

Nekros 

Soaks 1 he enemy with poisonous 
liquid, potentially causing instant 
death 

BUMP 

“ 

- 

- 

- 

- 

- 

■■ 

Tide of 
Water" 
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HOW TO USE THIS 
WALKTHROUGH 


Welcome to the official story walkthrough for Infinite UnMscovery This section contains detailed maps and step-by-step guidance tor 
all ot Hie game s main story missions. Note that in this book, side quests are considered separate trom the main story See Part A: Side 
Quests for walkthroughs of all tofinrte Undiscovery sMe quests. 

IMPORTANT: Dor story walkthrough focuses on showing you “where to go“ in detail, but it tells you “whal to do" in only a general sense. 

For in-depth info and strategies on comhat, equipment choice, battle skills. Connect skills, magic, party formation, item creation, stales 
ailments, ladies against specific enemies, and other important aspects ot gameplay, refer to this book’s four separate sections on Game 
Basics, Skills, Data, and the Bestiary. 



SIDE QyESTS 




Your arrival in each new village or city usually unlocks optional side quests. To trigger these guests, explore the 
town area and talk to townsfolk. Some ask favors of Capell. Each favor initiates a side quest that usually requires the 
completion of several tasks. 

In the story walkthrough, all new side quests are listed as they become available. However, instructions are not given 
for where you reed to go or what you need to do. To get those details (including maps), refer to Part 4: Side Quests 
Check the introduction to that section for other useful lips about triggering and completing side guests. 


PRIVATE EVENTS 

Your arrival at each new village or city also unlocks a number of special 
conversations when Capell talks to certain people. These "private events" explore 
deeper aspects of the story, its characters, and their relationships to one another. 
The conversations almost always involve dialogue between Capell and other party 
members, but some exceptions exist—Capell may learn something from a local 
fisherman or shopkeeper, for example. 

Private events are short but revealing, so the walkthrough indicates each one and 
how to trigger it. As with side quests, sometimes Capell must be Connected to a 
specific party member in order to trigger the private event dialogue with another 
character. 


SITUATION BONUSES 

The game rewards you with special bonuses when you complete certain story- 
related tasks with distinction. Forexampfe : if you escort a group of unblessed 
citizens across the dangerous 0 radian Dunes to their hometown without losing 
a single citizen, you earn a bonus of 75□□ EXP. These ’'situation bonuses” are all 
noted in the walkthrough; in each case both the challenge and the reward are listed. 
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Treasure Chests 


A 

Bronze scale greaves 

B 

Btecfc berry potion 

C 

Black eerry potion 

M 

Bronze scale hefmet 

E 

Bedbeny pntit>n 

F 

Witacuinus medicine 

G 

1 Utfsofous medteine 


r--TZ£ E-:2fc inner 



To Graatf Woods 


MISSION MAPS 

0 Start 
Q Capell's Dell 

0 Young villager (side quest contact) 
0 Explosive barrel 
0 Elevator (lower level) 

0 Elevator (upper level) 

0 Alarm triggered! 

0 Barricade 
0 Barricade (barrel) 

0 Qrd er arcbe rs (ba rrs I) 

© © Barricades 
© © Barrets 
0 Locked door 
© Last barricade 
0 Vemberl's ream 
© Exit door to woods 

LEGEND 

Wooden Chest 
P Gold Chest 
^ Save Point 























































RESCUE 

A young musician named Capeil the Soother sits in Greed Prison, me grim 
destination for enemies of the Dreadknight and Ns legions* But ifs a ease 
of mistaken identity—CapeiL a mild-mannered flute player is a dead ringer 
for Lord Sigmund* the man known as "The Liberator and head of the 
underground force working to defeat the Order 
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!f* 


ESCAPE GRAAD PRISON 

The Order of Chains is not atone in its identity error, A young w 
warrior named Aya suddenly drops in. overcomes the jailer, ant 
Capeirs cell. Aya believes she’s rescuing Lord Sigmund! But as 
the truth, she gets caught off-guard and knocked unconscious, 
facing two angry prison guards. Time to tight! 

ACTION CHECKLIST 

2 * Escape your prison cell. 

2 * Explore the main cell block area, 

J * When the alarm sounds, I lee upstairs to the front gate, 

. Defeat Vembert. 

5 . Exit the prison. 

NEW SIDE QUESTS AVAILABLE 


Deliver the Gold Corn 

PRIVATE EVENTS AVAILABLE 

More. 







mission walkthrough 


RESCUE 






















VIEW THE BATTLE TUTORIALS 

Before you can fight, however, you get your first set of in-game tutorials 
These ones, entitled Battle 1, Battle 2, and Battle 3, are several pages long 
and cover the very basics of combat. Read tutorial pages carefully whenever 
they appear onscreen! They give instructions and offer good advice. 


DEFEAT THE GUARDS 



jy-4 



EXPLORE THE MAIN CELL BLOCK 


This first fight is straightforward. Attack the Order jailers, testing out your 
new moves. Mix up quick and power attacks, and try some combos. Add 



a Deflect Drive 
or two to parry 
enemy strikes 
and immobilize 
the attacker for a 
moment. 


After your foes fall, Aya revives, 
and convinces CapeII to escape * 
Yifith he r Here, she officially joins 
your party. (You get an onscreen 
notification whenever someone 
joins or leaves your party.) Time 
to make your first move across 
the map. 



Step through the doorway at the corridor's end to trigger a short scene— 
Aya gives you several useful medicinal items, and then another tutorial 

appears, this one is aboutthe Camp screen. Then follow the corridor and 
head upstairs. 


Don’t Camp If Danger Lurks,.. 


Don t use the Camp menu as a pause function! Remember 
that the game progresses In real time when you camp. 
Enemies don’t care ff you 1 re camping peacefully; they attack 
regardless. Camp only 
ff you're sure the area 

*s clear. Press the Start .. a l ,. f r 

button to actually pause 
the game. 





/ 


This is the mam cell block area, which includes two raised levels, located 
up the side stairs to the north and south. Approach the two treasure chests 
m the alcove opposite the stairs. Open the wooden chest on the right to 
nab a nice pair of bronze scale greaves. Immediately equip the greaves to 
improve your DEF (defense) stat by 4 and your AGL (agility) stat by 2. 



Protect Yourself 


Whenever you find equipment that improves your stats, equip 
it as soon as possible. 



it the contents survive, you get a black berry potion. If not. you geta 
mce piece of junk. (You cannot return to Graad Prison once completed- 

however, if you don't want to risk losing the items in other locked chests 
you find eariy in 

the game, you 
can return later 
v/ith someone 
who knows 
how to unlock 
chests) 







































Quest Contact 

Talk to the young villager a second time to learn that his 
wife's name Is Anne and his son's Is Ralph. You can meet 
them later in Burgusstadt. 


The steady stream of Order Jailers in this area offers ample opportunity to practice aerial 
Juggling enemies results in bonus EX P, even if they re dead, so it's worth your 
while when safe. Order soldiers have an AP level of 2—Capeifs AP gauge must he filled 
up to or past the 2nd tick mark in order to launch them with skiffs like Crescendo Spike or 
Cutting Gavotte- or to knock torn down with Diminuendo Dive or Stashing Canon. The AP 
gaum wiii diminish by this value each time a special effect is registered. 


Mow save your game at the save point From :=r : : : n - :: 

the south and find an unlocked cell with a treasure chest ns :e Sir r~ 
bottle of black berry potion from the chest then come hack dcvmsta 3; 
due north past the save paint into the northern half of the cell block 


Order Jailer 


Mow start exploring the cell block. Talk to various prisoners fn cells to 
pick up information. Always speak to everyone at least twice; most MFCs 
have two messages. Don't miss chatting with the "Young villager 5 ' in the 
southeast cell, the one nearest the glowing blue save point. He asks you to 
deliver a special gold coin to his wife and son, Select “Very weir if you want 
to take on the first side quest available in the game. This puts an “eagle 
emblem gold coin" in your Items inventory, listed under Special Items, 


This triggers a tutorial sequence: Aya points out an elevator, a guard, 
and an explosive barrel just down the corridor. View the tutorial pages 
on Connect and Connect actions (CA), then Connect to Aya and use 
her bow-based CA, "Ravaging Raptor," to fire an arrow into the barrel 
The resulting explosion knocks out the Order jailer posted nearby. This 
technique—Connecting to Aya and then shooting her arrows into explosive 
barrels—will prove very useful during the rest of the mission. 


TAKE THE ELEVATOR TO THE 
PRISON’S UPPER LEVEL 


Finish exploring the cell block 
area—in particular, don’t miss the 
bronze scale helmet in the treasure 
chest across from the elevator. Put 
It on Immediately! Then, approach 
the elevator to trigger another 
cutscene. Aya stumbles briefly In 
pain, then delivers a quick history 
lesson on Lord Sigmund's struggle 
against the Order of Chains. After 
the cutscene. examine the control 
lever; CapeII uses it to bring down 
the elevator. Enter and use the lever 
Inside to ride up to the next level 





















-*i: an the upper level Don't miss the treasure chest tucked behind the 
elevator, A tall wooden door across from the elevator is locked: it will be 
open later, but for now, move on. Find the nearby stairs and start climbing 
to trigger a cutscene. An Order jailer spots you and sounds the alarm! 

(You can't avoid this detection: you must trigger the event in order to 
proceed.) A powerful ogre appears. His name is Vembert, he 7 s head of the 
jail guard, and he hates you quite a lot. 


As you climb stairs with Vembert breathing down your neck, remember 
that you can target explosive barrels with Aya's "Ravaging Raptor” to clear 
an easier path through enemies ahead, in fact, barrels are placed near 
barricades in several spots. By targeting these for detonation, you can take 
out guards and barricades with a single arrow. Mote also that when you 
see Vembert climbing up the banister, you can strike his hand with your 
sword to make him fall, buying you more ogre-free time. 


FLEE UPSTAIRS TO THE 
PRISON EXIT 


Run! Eventually, you want to take 
the advice of the "Fleeing" tutorial 
that appears—i.e., sheathe your 
weapon to run faster. But right now 
you need your sword in hand to 
bash through the wooden barrier 
blocking your escape at the top of 
the first staircase. 


A Smashing Bonus 


You gain a Situation Bonus if you destroy every barricade as you 
escape the prison. This includes one fast barricade reachable 
only after you defeat Vembert and unlock the eitit door, Also: 
after Vembert falls, you have 
plenty of time to go back and 

smash any barricades you . • 1 t J*t $ 

missed while fleeing. -- I 















m 


Destroyed all barricades 




tfsmbert is very tough if you let the fight turn into a dose-range stugfest 
M /ou can take him out easily rf you simply follow the onscreen 
Suggestion: use Aya's "Ravaging Raptor" to target the clusters of 

barrels in the corridor as Vembert passes them. !f the ogre 
s ctose enough to the explosions, you can knock him out before he 
phenes your end of the corridor, 


BACKTRACK TO VEMBERTS ROOM! 


s a fun tip: after you knock Vembert off the stairwell alt of his troops 
Ssaopearfram the prison! Before you exit, you can go back downstairs 
rz open any treasure chests or smash any barricades you missed as you 
"eeing upstairs, in fact, you can backtrack all the way down to where 
Isrrart lies unconscious in front of the elevator! 



the door to Vembert’s 

■PM~J 

: - is now open. (It was 

to.-: 

r—see © on the 

. 

t -jp.j Raid the treasure 

’ 

et the bed for a black 

m- 

te - go all the way back 

mrr. 

i ■: re locked exit door. 


After the fight, you automatically gain Vembert’s key ring. Open the locked 
door, smash through the final barrier to score your Situation Bonus (a 
full recovery of HP and MP), then help yourself to the goodies in the three 
treasure chests in the lastatcove. Then exit the prison into Graad Woods. 


EXIT THE PRISON INTO 
GRAAD WOODS 



























To Gi 


Red berry potion 
Blue berry potion 
Miraculous medicine 


Black berry potion 
Miraculous medicine 


Qbarmlng perfume 


TRAVERSE GRAAD WOODS 


Capeii and Ay a plunge into the dangerous, wasp-infested darkness of 
Gmd Woods. Unfortunately. the Order of Cham patrols the paths,..and 

I _ you haven r t seen the last of Vembertyei either. The Pig ogre recovers and 

deploys his troops and his hounds into the dense forest in pursuit. Your 
goal is to Mow the long, winding route until you reach a footbridge more 
than halfway across the forest: 


MISSION MAPS 

O 

© 

© 
o 
© 

© 


Start 0 

First beacon 0 

Beacon (2 Burguss apples) 0 

Hounds triggered! 0 

Beacon (2 Burguss apples) 0 

Wasp attack: 


Beacon (2 Burguss assptes) 
Medical herb 

Beacon (1 Burguss apple) 
Vembert appears! 
Footbridge 


LEGEND 

^ Wooden Chest 
Jeweled Cabinet 
^ Save Point 


Treasure Ctiests 

































ACTION CHECKLIST 

f ■ Move stealthily from beacon to beacon across the woods, 

2 * Fight off the Order hounds, 

3 * Optional: Shoot down and gather all the Burguss apples. 

4 * Rsac h the footbridge d ee p in th e forest. 

NEW SIDE QUESTS AVAILABLE 


ENEMIES 
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PRIVATE EVENTS AVAILABLE 


None, 


lift 


HP • 600 

F0L * 30 EXP - 50 


None 


WIN THE ADVANTAGE BATTLE 


onscreen tutorials continue in this 
m ssiun. You learn about detection and 
■ attack advantages of surprise hits, 
fften you score a surprise bit on an 
fTt-rry your entire party gains attack 
&omsses against that foe for a short 
3 rc€ nciuding landing every blow as an 
«rc xxabie critical hit. Surprised foes are 
kslv to drop rare items. You also 
-^niteAP and bonus EXP. 


MISSION WALKTHROUGH 

Here's another mission where escape is trie primary goal. This lime, however, use stealth in 
the early going to score quick KQ s against Order foes, boost EXP, and get better drop items. 
You can spend some time swatting down killer wasps as well; it's a good way to build EXP 
But once Vembcrt gets back in the picture, your best bet is to simply sprint hard tor safety. 


Js m tZ ■:l -earn in the darkness 
: :«:cs Dapell can sneak 
w st Order of Chains soldiers 
i “ Aya + s long distance 
m- van Dj&riy good for getting 
Mayrsc ■''i. but be sure to 
Mi laoet la iwiii for quick folio w- 
9 n ir : t:? of the attack 









































Surprise! 

Surprise attacks give you a big advantage in a fight. But 
remember; the reverse is true as well. If a foe lands a 
surprise blow on your party from behind while Capell’s sword 
is sheathed, all enemy blows become critical hits, and your 
AP Gauge drops to zero for a while. 


OPTIONAL: APPLE HUNT 


The so hounds can present a challenge if they swarm. Use 
Spinning Waltz to create breathing room, then run out of the 
fray and try to get the hounds ail positioned to one side , where 
they can ait he hit simultaneously. If they're being hit. the/re 
ml hitting Capsit! Note their higher AP gauge position than 
Order soldiers—5 rather than Z They are harder to launch, but 
this can work in your favor... any standard chain into Slashing 
Canon or Cutting Gavotte wifi iink again into another standard 
chain, and then another Bathe Skill if you tike. The beauty of 
this sequence is that eventually Capetf will build up enough 
AP to register the special effects on chains or skills , possibly 
setting up a much bigger combo! 


FEND OFF THE HOUNDS 


When you exit one of the first clearings (see Q on the mission map), you 
trigger a quick cutscene of a vicious pack of Order hounds on the hunt 
nearby. Be ready, because they'll close in on your position soon enough. 


FOLLOW THE BEACON FIRES 


Graad Woods is dark, and even your minimap goes fuzzy when you're 
deep in the trees. But the path is narrow and marked by a line of beacon 
fires. Keep moving from beacon to 
beacon, watching for Order guards 
and the occasional wasp attack. 

Don’t miss the treasure chests and 
healing herbs scattered through 
the trees. 


And listen carefully: you'll hear guards give away their position by saying, 
"Where are they hiding?" Some of the Order soldiers carry light globes. 

These illuminate 
a small area, 
which makes it 
harder to sneak 
past. But it aiso 
lets you spot the 
foe from afar. 


Shortly after you enter the woods, Aya points out the luscious red Burguss 
apples hanging from the tree above a beacon fire. Use Aya's “Ravaging 
Raptor" CA to target and shoot down the pungent fruit. A total of sever 
apples hang from trees on your route through the woods—three pairs and 
a single. If Aya shoots them all down, you earn a Situation Bonus. 


FEND OFF THE WASPS 

A little farther down the path, you pass a beacon light that triggers an 
attack by nasty giant wasps. These insects are not particularly tough, one 
on one. But they can swarm, and If a wasp manages to stick you with its 

odor-inducing Siinksting attack, the 
resulting smell (which appears as a 
yellowish smoke coming off Capeil 
or Aya) attracts a steady stream of 
wasps until il wears off. 





























OUTRUN VEMBERT! 

In another clearing deep in the woods 
i see © on the map), Vembert 
reappears. You don! have far to go 
from here to reach safety, but the 
going sure gets tough. Take Aya's 
advice: Ignore him, CapeEl! Lets run!" 



Once the scenes of the initial meeting end, Capelt can move about the 
Liberation Force camp. Explore a bit and talk to other characters, saving 
Aya for last, (If you talk to her once, she suggests that you get to know the 
others first.) Don’t miss the fresh herb growing near the fire where Aya 
sits. When you talk to Aya a second 
time, you trigger a long segue nee in 
which she’s eventually stricken by 
the effects of her battle wound. 


■ - and follow the narrow path as it curves south than sharply 
mu Greer jailers, and Order archers abound in the next 

couple of clearings, and 
Vembert stays right 
behind you, making the 
occasional bull rush 
and following up with 
his Brandish bane jump- 
slam. 




m*. 

















Treasure Chests 


MISSION MAPS 


Liberation Force camp 


Cracked rock 


Mission ends 


LEGEND 


Jeweled Cabinet 


To Luce Plains 

























SECRET OF THE 
CLARIDION 



The next series of missions focuses 
on healing Ayss mysterious battle 
wound L Capeil must earn,' her out 
of Gmd Woods to a nearby town. 
There t you pick up unlikely new 
allies and unlock new side gitests 
and private events. Then you 
explore the forbidding temple of 
the Cfaridian in search of a cure for 
Aya's ailment 
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GET AYA OUT OF GRAAD WOODS 


Eugene calls Aya’s wound a lunaglyph curse, 1 ' She needs healing that the Force 
cannot provide now; their all-important mission is to break the Azure Chain at 
Gastie Prevent. Thus Sigmund decides that Capeil should take Aye to Nolaan. a 
nearby village with ties to a great healer. He gives Capeil a sword with a royal 
emblem that grants sate passage through the land. 

ACTION CHECKLIST 

\ ~ 

jf - Follow your Force escort through the woods.^ 

2 ♦ Carry Aya into the Luce Plains. 

N EW SI DE QIJESTS AVA1LABLE 

.: - r 

PRIVATE EVENTS AVAILABLE 

Sere v * 1 KSSB 


NFMIES 



EXP •10 


ISSION WALKTHROUGH 

. T ssfcrn you carry Aya out ot the forest; working your way south to 
f c ycro tl eventually head west to Notaam In order to reach Csstie 
Azure Cham js anchored, the res? of the Liberation Force must also 
? to the south. So Sigmund, Edward, Eugene, and Baiba gan will escort 
:t r o plains—as Sigmund says. “"Until the road splits. 



SECRET OF THE CLARIDION 















NI'OIIY WAl Mtlintnjdll 


” ”*:f 5 car> mg the stricken Aya. As a result, you cannot tight or 
:a« :: anyore although you car pick up Items dropped by defeated foes. 

: walk over them.; You can also examine stems, such as herbs, fo 
ccr f t t e n j ust fol low your escort 
^r. ’ _ e, happen to be world- 
class fighters, so^ stay behind them 
and er them protect you. But don't 
let them get too far away. Enemies 
can come from any direction in 
Graad Woods, 



See the large reddish boulder fat 0 on the map) In the alcove just before 
your route bends east? If you approach it you see it targeted and : called 
a "Cracked Rock/' Swing the camera to the side; you'll see a gleaming 
treasure chest behind ft! But you 
can’t smash the rock just yet. Note 
it tor later when you have party 
members who can use Connect 
actions fo bash through a boulder. 



1 

When you finally clear the woods, 


Healing Request 

Eugene sends you west toward 

Nolaan, Then you Ye given the 


This mission introduces the healing request function. Don’t 
hesitate to press® if your health is low, 

_____ J 

opportunity to save your game. 



GET AYA TO NOLAAN 



The Luce Piatns are home to 
unfriendly beasts and a curious 
race of hostile born imps known as 
Lumpers. Stiff carrying Aya } Capet! 
cannot fight back if attacked, but 
he 's fast enough to outrun foes tf 
necessary*. However; there is a new 
menace in the plains. 



MISSION MAPS 

0 start 
0 Sarnie us 
0 Blocked tunnel 
0 Finish 

• Recommended route 

























Lumper Marksman w 2 


HP - 675 
FQL - 20 


EXP • 25 


ACTION CHECKLIST 

J * Garry Aya v;est across the Luce Plains. 

2 ■ Avoid the angry dragon’s fireballs. 

J » EnteF the village of Nolaan. 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS AVAILABLE 

None. 


ENEMIES 


MISSION WALKTHROUGH 


Tins mission Is about as painfully simple as tl gets. Tire great dragon Saruleus settles atop 
the central plateau and tires streams of explosive fireballs down at you. Your goal Is to run 
west past the raging reptile and cany Aya safely into the village; 


HP * Semleus cannoi be killed. 

FOL"? EXP*? 


HP * SQQ 

FOL * 30 EXP • 35 


USE RUINS AS SHIELDS 


OR TRY THE END AROUND 


Ancient stone ruins line the roads running across the northern Luce Plains. 
Saruleus is so powerful that his blasts actually obliterate some of the old 
rubble— and it the flying debris hits you, you take damage. However the 
bases of the bigger columns are sturdy enough fe hold up underfire. 

Use these for protection from the 
agon's fireball attacks. You can 
i so cut off the dragon's firing angle 
- some (but not all) spots right up 
under the cliff face. 



Dragons Inhale Eventually 


a brief pause to catch kits breath after every 10 
’2 blasts. Time your dashes from pillar to pillar to 



Another route that works well is to turn left immediately when the mission 
starts, then run along the outer wall of the area. Don't stop running f Stick to 
the wall, and keep moving through the fire barrage. It doesn’t always work, but 
from time to time, you might earn the Situation Bonus by taking this route. 



SECRET OF THE CLARIOIDN 
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Treasure Chests 


Graad imr-on 


50,000 Fol (locked) 
Cessna lettuce 


C 3 \ 

INTERLUDE: NOLAAN 


-: I::: :::roaches Noiaan carrying Aya, a pair of energetic (and quite talented) children confront him: Rico the 
^ast~-as: 2 r . and Rucha the summoner. Rico and Rucha are twins. Seeing the emblazoned sword on Capell's belt, the 
s otiogs mistake him for Lord Sigmund and lead him into their village. But they have bad news about the Ciaridian you seek. 


MISSION MAPS 

Q Twins' bouse (Rico. Rucha. 
Mother, Aya) 

0 General Store (Shopkeeper) 

Q Old couple’s house 

0 Young couple’s house 
(Distracted man) 

0 Spirited kid 

0 Town well 


LEGEND 

Wooden Treasure Chest 
Jeweled Cabinet 
GoidTrea^u re Chest (Locked) 
£ Shop 
^ Save Point 


ACTION 

CHECKLIST 

J • Carry Aya to the twins' house. 

2 * Optional: Pick up two side quests. 

J * Optiona I: Trlgge r two p rlvate events. 

4 * 0 ptional; Explore the town .talk to 

villagers, and shop at the general store. 

5 ■ Exit the village in search of the 

Drag on bone Shrine. 


ENEMIES 

None. 


N 
























NEW SIDE QUESTS AVAILABLE 


PRIVATE EVENTS AVAILABLE 






INTERLUDE WALKTHROUGH 


Connecting Conversations 


TAKE AYA TO THE TWINS' HOUSE 


Before you move oil to the story's next mission, spend some time in Molaan. You can pick up two more 
side quests and trigger a couple of “private events, 1 ’ those special extended conversations between Capell 
and other party members. As you enter town : you can talk to the “Helpful young woman who explains that 
Mofaan was protected by a Clartdian named Saruleds until the Order of Chains invaded the land. 


First off. carry Aya up the ramp-like hill just past the well. It curves up 
to a house at the top. The twins stand near the porch; this is their home. 
Approach them to trigger another 
cutscene in which the twins’ 
mother explains the nature of 
Claridians. You learn that Order of 
Chains forces attacked the nearby 
shrine of Sa rule us. 


You get an in-game tutorial on this* but Ibis aspect of the 
game is very important Some citizens (and even creatures) 
tend to speak more openly If Capell is Connected to other 
members of his party. Connect to Rico and talk to the dog, for 
example. Being a beasimaster. Rico can speak with animals! 


EXPLORE THE HOUSE 





You also learn that her husband is Saruleus’ priest, but he’s been missing 
s ice the invasion. The twins tell Capell, "Go to the shrine and help our 

dad!" Hard to say no to such a 



Aya’s Delirium 


n Lord Sigmund. IE’s just a few sentences, but 
ee her loyalty to the man and his cause. Among 
sets (alt good), this event raises the emotional 
mesa Capell and Aya. Obviously, you must 
ft before Aya is cured. 


request. When the scene ends, 
Capell ends up outside, Rico and 
Rucha officially join your party, and 
Aya is removed from the party. 


The first time 
you talk to 
Aiawhen 
she’s tying 
on the bed 


Before you explore the village, go back inside the twins’ house to 
accomplish some optional ( but useful ! tasks. Talk to Aya, Connect to each 
twin and talk to the other twin. Open the wooden treasure chest and nab 
the Graad onion. (The locked gold chest cant be opened until much later 
in the game when you have a lock-picking character in the party.) 



Twins’ Treasure 


The treasure locked inside the gold chest in the twins 5 house 
is 50,000 Fot—easily worth the long trip back to Nolaan after 
you gain a party member who can open locked chests! 



Finally, talk to the twins’ mother until she asks if you’d like to rest. If you 
answer "Sounds good.” you rest and restore all of your HP and MP. Thus 


the twins' house 
functions as a 
restorative spot, 
much the same 
as the inns you’ll 
find in other 
locations laier in 
the game. 





































ift-mi jfl'mau >A [fc* 


Rocco’s Legacy 


Before you go to Dragonbone Shrine, connect lo Rico and talk to Rucha; 
she explains how both twins learned their special skills from their 
father, Rooco. Note that Rucha wants to be a doctor and mentions an 
old women in the village who’s always fn pain. Then connect to Rucha 
and talk to Rico. He talks about his faiher too, and about his desire to 
be a priest like Rqcco. 

After you complete the mission In Drag on bone Shrine and revive Ay a 
back In Nolaart, repeat the process — i.e., connect to each twin and 
talk to the other twin. Completing these four conversations raises the 
emotional bond between CapeJf and both of the twins. 


EXPLORE THE VILLAGE 

Ex;: tjie house to trigger a short cutscene; Rucha tells Capelf to gather 
ingredients for her to cook up. then you get an onscreen tutorial on 
Creation, Now you can create items. Time to go explore Nolaan. 


ct&A no® i 


'm 


Note the odd sound anti the rippling, wavy look of the area 
behind the old couple's house. That indicates B hidden chest, 
but you can t see/cpen it untit Caps!! acquires a special flute 
song upon completing the Dragonhone Shrine mission. 

Enter the general store and nab the Cobasna lettuce from 
the wooden treasure chest in the back corner The three 
chests behind the counter may look tempting, but they are 
Strictly property of Nofaanl 


i 


O Talk to the spirited kid twice; the second time he says. 

"Only Rico is smart enough to think like me. * This is a 
hint Go Connect io Rico and come back to talk to the 
kid again. This triggers the side quest entitled 'Where$ 
Snooty?” The kid wants you to find his pet mouse r Snouty . 

Q Connect to Rico and talk to the forgetful dog and other 

creatures you find in the village. Rico uses his "Beastspeaker 
skill to have actual conversations with animals. The 
moose over near the house tells Rico his “friend* went to 
Drzgonbone Shrine. Hmmm. Could that inend be Snouty? 


If you want to fully master and enjoy infinite Undiscovery, you should 
explore every nook and cranny of every location you visit In the game. 
We T ll walk you through ftlolaan here, but in future locations well leave 
more of the exploration up to you. 

\ ~ 

Try the following in the village: 


Talk to villagers to gather items they donate. Examples; 
the anxious old woman by the save point gives you a black 
berry potion: the energetic old man offers a panacea: the 
two women by the well (“Worried old woman'* and 1 Fretful 
woman ') each donates a red berry potion. 


While in the General Store, buy a Nclaan potato, some 
fresh milk and a couple of antidote herbs. 


After you gather 
and buy items. 

Connect to Rucha 
and access the 
Creation menu. 

Then have her use 
her cooking skill to whip up some fruit milk and a 
veggie salad. 


While stiil Connected to Rucha, talk to the spirited kid. He 
gives you an antidote. (Capeil can 7 t get this by talking to 
the kid by himseif or even with Rico.) 


Enter the easternmost house and tafk to the distracted man , 
The first time you tafk. he mentions something he buried in 
the rubble at the 


shrine's entrance. 
Wonder what if 
is? After that, he 
just tells you to go 
away. 


EXIT NOLAAN TO THE NORTH 


When you're done exploring the village, exit north by going under the arch 
that runs up to the twins' house. (The nearby sign reads "Dragonbone 

Shrine'' and points the way.) 
Follow the path to the entrance 
of the Dragonhone Shrine and go 
inside. 





















m 


FIND THE ALTAR IN DRAGONBONE SHRINE 


Rico and Rucha automatically appear with Capeli as you enter the outer 
caverns of the shrine area. Get ready for combat with nasty cave creatures. 
And here's a starter tip: be sure to equip Capeli with the emblazoned 
sword I it’s much deadlier than his old shortsword. 
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MISSION MAP 

Q Start 
0 Rubble 

0 Drag on Tail lever [Bloodsuckers!) 
0 Snakes! 

0 Cracked rock 
0 Scamper 


0 Dragonial! lever 

[triggers aerial ambush) 

0 Miss Sewaria 

0 Dragon tail lever 

© tjoqr to secret room 

0 £jouty 


0 Shrine doors 
0 "Offerings'' respawn here 

© Rambert LEGEND 

0 Secret exit door M wooden Treasure Chest 

(reveal with flute) 

fef Gold Treasure Chest (Locked) 

0 Exit to Nolaan 



To Nolaan 



Treasure Chests 


A 

Antieote 

B 

550 FoJ 

C 

Slack berry potion 

0 

Musician's quill 

E 

Miraculous medicine 


Memoirs of a mage 


Miraculous medicine 


[use flute) 


To Nolaan 



SECRET GF THE CLAR1DIGM 
































MAIN STORY WALKTHROUGH 




Twin Effects 

Rico and Rue ha boost each other's stats when they're in a 
party together, Note the green slat modifier arrows indicating 
this boost above the Rfco/Rucha icons in the Party Status 
area (lower right hand corner o< the screen). 




ACTION CHECKLIST 

1 * R&ach the big entry doors leading into the sfirine r s altar room. 

2 ‘ Use Rico to I u re the two a oprop riate “offerings" to th e d o ore. 
3 * Enter the altar room and defeat Rambert 

Return to Nolaan 


ENEMIES 


HP * 8Q 
FOL* 15 


EXP * 20 




NEW SIDE QUESTS AVAILABLE 

None. 


FOE 


* K 


EXP - 35 


PRIVATE EVENTS AVAILABLE 

None. 


MISSION WALKTHROUGH 


The route to Otagonhone Shrine’s altar room runs through a series of connected caverns 
some ot which have fallen into pitch black darkness. These rooms are overrun with your 
usual cave-dwelling beasts bloodsucker, finshhilers and thorn cobras, to he precise. 


Use Connect Actions 


Be sure to take advantage of 
Rico's and Rucfia’s Connect 
actions, too. Hucha's Tir na 
Nog summons a cute but 
lough elemental beast, and 
Rico's Volt zaps bats hard 
and fast. 


LIGHT THE CAVES! 


Draw your sword, then fellow the tunnef and defeat the first bloodsucker. Veer 
Jeft at the fork into the alcove to find two mice, Toothy and Cheddar; Connect 

with Rico and talk to each mouse 
for some info. Optional: examine the 
nearby rubble (see 0 on the map) 
to officially trigger a side quest "The 
Old Ring, 11 Then exit the alcove and 
continue northwest. 


Stop just outside the first 



- cavern, at the edge of the darkness, and make sure your sword is 
sacred See that bluish glowing object ahsad? ffs a fight switch called 
i "Oragontail lever/ Run directly to use it; when you pull the lever, a 


: ~ :"ts up tne cave Bloodsuckers awaken and swarm you 

® y --T focus on pulling the lever first then draw your weapon 
’err - : e - r<st Spinning V/aflz is a good move to use when you 





































FIGHT THROUGH THE SNAKE PIT 


Proceed north up the passage. 
Knock out the thorn cobra waiting 
for you. then take the second left 
into a dead-end tunnel. There 
you find a wooden treasure chest 
homing an antidote. Antidotes are 
very nice to have when poisonous 
snakes lurk ahead. Continue up 
the passage to the next big cavern, 
where a family of seven thorn 
cobras warms itself around the fire. 



Connect with Rico and use his Volt attack for a surprise hit. then wade into serpentine flesh with your sword 
swinging. This is a tough fight: be ready to call for healing and use antidotes when party members are poisoned by 

cobra bites. If you see a snake wind up for a Tailwhip special 
attack, target It with a quick attack before it can strike. 

When you finally clear the snake-infested cavern, note that 
another "cracked rock" © on the map) blocks passage to 
the northwest. Behind the boulder sits yet another gorgeous 
jeweled cabinet treasure chest; unfortunately, you still can't 
smash through rock yet. As with the cracked rock back in 
Graad Woods, you II have to just note its location tor later. 


Proceed north to the next fork, then veer left into the 
dark, dead-end tunnel. Find a rodent named Scamper 
hiding in the tall grass at the end of the passage. 

Connect to Rico and talk to Scamper; he says the temple 
has a secret room : but he refuses to tell you where it is. 

However, Scamper admits he'd give the secret to "Miss 
Sewaria" because he likes her. Okay, you little rat. Exit 
the dead end, turn left and proceed to the next room, Sit 
by an open roof- 

OPTIONAL: TRIGGER THE LEVERTRAP 

You can just pass right through this well-lit cavern unmolested, if you 
want. But see that Dragontail lever in stalled in the room’s center? The 
room's roof provides plenty of light, so whafs the purpose of this switch? 
If your curiosity gets the better of you and you pull the Dragontail lever... 
you trigger an aerial ambush by a mixed squad of bloodsuckers and 
fleshbiters. Ouch! Swat them down and exit the cavern, heading east, 

MEET sewaria 

rrt at the next fork, heading up the next dead-end 
^sage to find another mouse. This is Sewaria—the 
1 |v: Scwaria" mentioned earlier by Scamper, Connect 
l: " ;; r 1 talk to her, then go back to Scamper (at © 

3n{ j report the meeting, The mouse tells 
|oa 30 " : w him to the secret room. 






MEET SCAMPER 



Fleshbiter 

<3 600 
@ 60 


Lightweight flying foes are 
among the easiest foes to 
juggle repeatedly. Simply 
repeating Dancing Rhapsody 


can be enough, if your 
allies join in the action too / 
Encourage this behavior hy 
issuing the Focus or Combo 
tactics by pressing up or down 


oolheB-pm 1 



Scamper scampers off pretty 
quickly, but dont worry—even it 
you lose him, you'll find him again 
shortly He Is waiting at the secret 
entrance. Proceed south into the 
next cavern. You can try to stay on 
Scampers tail, but enemies lurk 
In the darkness, so you may want 
to head straight for the glowing 
Dragontail lever to light up the 
room. Fight off ihe snakes and 
flyers, then continue south to the 
next fork, where a fleshbiter and 
two more cobras attack from the 
left. Eliminate them, and proceed 
southwest into the next large 
cavern. 
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Endless Wing/Fang Supply 

If you accidentally kill one of the beasts that you're trying to 
lure as an offering to the altar doors. Just approach the doors. 
This spawns a new fleshbiter (black wings) or thorn cobra 
(poisonous fangs) back in the cavern around the corner to 
replace the beast you killed. Thus, you have an endless supply 
of the two beast-types you need to lure back to the doors. 


LURE A "POISONOUS FANGS" 
SACRIFICE TO THE SHRINE DOORS 


Found the secret room. 




wmSM 


F! \ D TH E 5 ECRFT ROOM 

Erefficsra the monsters in this open, lighted cavern, then find Scamper in 
“5 southeast end of the room, waiting at a blocked passageway. Connect 
: and talk to the rodent to learn that the biocked way is actually a 
rock door to the secret room. Examine the door to open it, then enter to 
P f £k up a Situation Bonus of 1000 EXP. You also find three ornate jeweled 
cabinets. Each one holds a very nice prize. 


Here s where Rico s Penguin Parade Connect action comes in handy. 
Backtrack into the last cavern; you find one fleshbiter bat (black wings) 
and one thorn cobra (poisonous fangs). Sheathe your sword and make 
sure you're Connected to Rico! Approach the fleshbiter first to draw its 
attention, then turn and ret it chase you back toward the shrine doors. 

As you near the stairs leading up to the doors, turn and press © to trigger 
Rico's Penguin Parade. He fires it at the fleshbiter; when the action hits, 
the bat glows a smoky, sparkling blue and docilely follows CapetJ, (You 
may need to try several times before Rico scores a hit.) Lead the flying 
beast to the aifar doors, then press 0 to examine the doors. The doors 
automatically accept 
the “black wings'" 
sacrifice. Note that 
the wings icon on 
the doors turns 
blue to indicate the 
completion of the 
task. 


LURE A “BLACK WINGS” SACRIFICE 
TO THE SHRINE DOORS 


After you pick the chests clean, don't miss one more optional "'prize” in this 
room. Find the mouse cowering just to the right of the two chests in the back 
(southern end) of the room. Connect fo Rico and talk to the small creature to 
learn that this is Snooty, the friend 
of the “Spirited kid" back m Noiaan. 

To exit the secret room, approach 
the rock door and examine it again 
to open it. 


Continue along the passage until you reach the big doors leading into the 
shrine's altar room. This triggers a cinematic cutscene—apparently the 
doors demand a sacrifice of "black wings and poisonous fangs" before you 
can enter. Indeed, the two icons etched on the door depict a bat and a snake. 


Now go back to the cavern and repeat the process with a thorn cobra. This 
time, quickly KO the aggressive fleshbiter that attacks first then lure the 
thorn cobra toward the shrine without attacking it. At the staircase, turn 
and direct Rico to zap your slithery pursuer with Penguin Parade, When 
the spell takes effect, lead the snake to the shrine doors and examine them 
to complete the offering. The fangs icon turns blue, and the doors unlock. 


























ENTER TH E S H RIN E TO 
EACE RAMBERT 


Open the shrine dcors and enter lo trigger a cutscene. The twins find what 
they seek. The great ogre Rambert and a pair of thorn cobras face you in 
front of the altar, where Saruleus the Claridfan sits in captivity, It s boss- 
fight time! 





ll 

fll 



nbert is tough, but somewhat slow. The real problem here is Sarulei*. who spits fireballs down atCape* and the 

eat your ground foes. The two snake minions can cause major problems loo. if yoo ignore them. Your bes. bet«to he Mwnuo _ , 

n tum full attention lo Hambert. Another variation: immediately zing one ot the cobras with Rico s Penguin Parade o pu i. o , . y 


cSstrsct the boss. 

Ogr^ attacks tend to be slow In coming, so a good tactsc is to parry 
with Deflect Drive, then follow up with quick slashes anti 
cesnhos. Timing is everything, of course, but It shouidn t take long 
»recognize when Rambert's attack animation is gearing up- You 
^ try a more conservative method—move aside as the ogre 
dr , g m with a quick strike combo, then move away and 
EteTIt you catch the Ogre during his attack recovery, or parry 
ljbs*acxs with Deflect Drive, cut him down quickly with Dancing 
EpsedytriG Slashing Canon. If one of the twins is Connected. 
Bb pyres or Vol! into the mix for good measure- 

















MAIN STORY WAi 




Hidden Indicators 


Listen for tb^ distinctive metallic warbling sound that 
indicates a hidden object is nearby. When you hear it start 
looking for a rippling area In the visual field that pinpoints the 
location of the object. 


Go down the passage, looking for treasure chests along the way—The first 
chest is in plain sight, but a second chest Is magically hidden and must he 
revealed using the flute tune. Percipere, Continue to the corridor s end and 
then follow the path hack south into Nolaarv 


fs. ..ate- as Ssruteus is released and offers 
- : ; r “ s t . - r i neaUng stone called the Saruleus 
::: r ! :■ : an also gives CapelJ the divine Saruleus 

: - t .t - ■ - . > ■ . tS Prudentiae and Percipere as well. 

At Drsc'tc r * -t“ tutorial appears after the scene. Percipere becomes 
■" -" ; :. r appearing in the lower left corner of the screen, 

Pnudentsa rrugfrt be easy to overlook right now r as enemies have 
■ :: . =: ,. f :ed strong magic. Keep it in mind for Eater in the game, 
though... this sang shields those within its reach from magical effects! 


RETURN TO NO LA AN 


The main doors are locked; you must exit the shrine via a secret passage. You 
can access the passage hy finding the door behind tile altar. Note the rippling 
effect on the door and the strange sound that indicates a hidden object. Make 
sure your sword is sheathed, then hold down Q to play Percipere, a flute tune 
described as “a song which shares the sight of Saruleus, enabling hidden 
objects fa be seen.’ f The tune reveals the hidden passage. 























HERO OF 
LIGHT 

The next series o! missions leads you across Luce Plains to Castle Prevent, 
where you must aid Lord Sigmund In his effort to break the Azure Cham. 



INTERLUDE: NOLAAN 


Back in Nolaan vour first concern should he caring for the stricken Aya, Then you can finish up existing side 
quests and take on a tew new ones. Finally, if you want, go upgrade your equipment at the general store. 



To Dragnnbone Shrine 


To Luce Plains 


LEGEND 

m Jeweled Cabins 
^ Save Paint 
0 Shop 


Treasure Chests 


Bronze ring (reveal with fluteJ 



MISSION MAP 

Q Ay a in bad 
Q Cranky old roan 
0 Doleful man 

ACTION 

CHECKLIST- — *“ 

2 - Visit Aya to use the Saruieus Amarlista. 

2 * Optional: Complete side quests, upgrade 
equipment, and find a hidden chest 
using Percipere. 

J - Exit Nolaan to the south into Luce Plains. 


NEW SIDE 

QUESTS 

AVAILABLE 



Nolaan Delivery Boy 



PRIVATE EVENTS 
AVAILABLE 

None. 

ENEMIES 


None, 




































Mffhi ;T0 RY WAL Kill l^tOU 0H 


INTERLUDE WALKTHROUGH 

Asmemioned, you want to reach Aya with yon. healing item, but tor the sake of 
efficiency, you Can find a hidden object (circled here) just past the rock arch as 
you reenter town on your return trip from Dragonbone Shrine. This is the first' 
step m this section of me walkthrough. 





find the hidden chest 


Go to the rippling spot at the back 
corner of the ofcf coupfes house 
(see Q on the map) and play 
Percipereon the flute. Open the 
chest to grab a bronze ring. Equip 
rt right away: it boosts the wearer's 
OFF stat by 5 points. 

CURE AYA 


Now approach the front door of the twins’ house to trigger a cinematic 
cutscene: Capell and the kids report Rocco’s fate to his wife Then Capell 
uses the amarlista stone from Saruleus to heal Aya. The twins are ready to 
)Oib you in the fight against the Order of Chains. When the scene ends Aya 
rejoins the party. How you can go about town and pick up new side quests 
If you want (See the Molaan side quests listed in Part 4: Side Quests) 


UPGRADE YOUR GEAR 

Before you leave Nolaan, consider making the equipment upgrades now 
available at the General Store. You probably aren't fabulously wealthy 
yot out you should have enough cash for a nice broadsword for Capell a 
tracker s bow tor Aya, a training baton for Rico, and a day drum for Rucha 
Equip the new gear immediately, but hesitate to sell outdated pieces in 

" 9e} the bes! gear - y°“'H to get some friends familiar with 

Item Creation (1C), and to do that, you’ll need raw materials! Save gear 
over selling it unless it’s absolutely vital that some Fol be generated. With 
su ueient craft level and materials, your upgrades can come from Item 
Creation rather than the general 
store, with the more exclusive 
creations surpassing goods 
available anywhere! Stock up on 
items such as antidotes and berry 
potions if you have extra Fol. 

EXIT NOLAAN 
TO THE SOUTH 

Walk south out of Nolaan to trigger a cutscene in which a carrier pigeon 
arrives with a note from Eugene. He asks Capell to come to Castle Prevent 
without delay once Aya has recovered; Sigmund's team has slipped 

in through the back, fourths 
Liberation Force needs help at the 
front gates. After the scene. Aya 
points out that Castle Preyam is to 
the east of Luce Plains. Thus you 
have your new destination. 













TRAVEL TO CASTLE PREVANT 


Cape!!. Aya. and the twins must now traverse the dangerous Luce Plains, heading east for Castle 
Prevant. You might want to explore the plains for a while, gathering berries and herhs. and bashing 
foes to gain EXP, It helps to level up for the big battle ahead. 

ENEMLES 

ACTION CHECKLIST 

J * Find the tunnel passage leading from northern to southern Luce Plains, 

2 m Cross the southern plains to Castle Prevant 

NEW SIDE QUESTS AVAILABLE 

None, 

PRIVATE EVENTS AVAILABLE 

None, 


HP * 1500 

f 0L - 40 


EXP-120 


HP * 3750 
PQL - 100 


EXP * 200 


j HP • 1200 
\ FQL ■ 70 

EXP * SO 


er * p 2 

1 HP * 120 

J F0L * 10 

EXP *15 

| Lumper Marksman 2 

j HP *675 
| FOL * 20 

EXP * 25 


HP - 000 
FEfL -30 


EXP * 35 






4*£j 
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mission map 


o Passage to southern plains 
O Arrive at castle gates 


o 


Q Cracked rock 


Wooden bo* mime 1 


Memoirs of a thief {atop pills t) 


■ 750Pol {Prismtrap'} 


Memoirs of a knight 


Castle Prevant 


Treasure Chests 


H£H0 OF LIGHT 





















































MAIN STORY WALKTHROUGH 


MISSION WALKTHROUGH 




This is a straightforward sp: 
exit Wo to and stick to the 
reach the tunnel. Take the ti 
cobra camped halfway tnroi 


oss the plains To reach Castle Prcvant most directly, 
de boundary ol the northern Luce Plains until you 
ito me southern Luce Plains. Watch out for the thorn 


You run into new enemies in the 
southern region of Luce Plains, 

In particular beware the harpy. It 
likes to perch atop pillars and other 
high spots, then dive down into a 
brutal swoop called Wing Attack, 
When you see a harpy tuck for the 
dive, hit it immediately with a quick 
attack or dodge to the side. Watch 
out for the tough giors and the 
Order servant as well. 





By now. Capell has probably reached level 5 and 
learned a new battle skill: Cutting Gavotte. When this 
happens, you may want to go to the Battle menu, set 
Cutting Gavotte in Capell s Q or © slot, and then 
use it frequently. 


Cutting Gavotte 




Capell 1 5 J Cutting Gavotte'" battle skill deserves special 
mention—-its MP cost is cheap, it strikes fast, it launches with 
sufficient, AP, it always works for air juggles, and it combos into 
itsett on heavy foes (any chain Cutting Gavotte -> any chain -> 
Cutting Gavotte etc). It also 


pays for the MP it expends 
and then some if you 
use the ground combo of 
Diminuendo Dive -> Cutting 
Gavotte on foes that Capell 
can knock down. 



L 


j 


In the southern plains, stick to the left haundary as 
you head northeast toward Castle Prevarrt Important: 
be sure to take advantage of the save point just off the 
road to the right as you approach Castle Prevent. 


















FORCE OPEN THE CASTLE GATE! 


ENEMIES 


ACTION CHECKLIST 

J * Fight off the Order troops until the Burgu&s oalapuIts start arriving 
2 * As fiscti catapult arrives. lake control and target the castle gate. 

J - Keep tiring boulders at the gate until it opens. 


NEW SIDE QUESTS AVAILABLE 


PRIVATE EVENTS AVAILABLE 


Q Catapult stops here 


MISSION WALKTHROUGH 


This mission has a blue bar across the top of the screen labeled 'Castle 
prevent Gate.” This is the castle gate's health gauge. Any damage you inflict 
on the gate lowers the bar. When the gauge hits zero ii.e; when the blue 
bar disappears), the gate opens and the mission is completed You win a 
Situation Bonos it you can do this in under three minutes. 



Ogre Jf * 

HP • N/ft 

FOL * N/A EXP-N/A 

& 


HERO OF LIGHT 





















FIGHT l MIL THE 
ARTILLERY ARRIVES 


^ rhs mission operas. sold e r s in azure blue) [angle with Order 
':rsss z :, ■ “r ■ 7: ~ d melee action. Jump in with your party and 
: -r ~ii -2. or are -he castle gale lor now; your strikes do very 
" £ :~£:~ : : qj ,-e go! bigger, better gate-busters on the way. 



This is an “infinite infantry" situation—you cannot stop the flow of enemy 
troops just by lighting them. Every time a batch of Order soldiers goes 

down, new ones always jump 
down from the ramparts to take 
their place. For now, lost keep 
fighting! This is a good place to 
rack up KO's for EXP and Fol as 
you kill time, waiting for your 
friendly siege engines to show up, 



Free Party 

It's a good idea to set your tact js to Free in a free-for-all like 
this. Wrth so many targets in the field, you want to let your 
comrades use their own initiative. You also want them drawing 
attention away from you when the catapults start arriving. 



TARGET THE GATE WITH 
THE CATAPULTS 


After about two minutes, a pair of big ogres appears on the castle 
ramparts, one on each side of the gate; each ogre starts whacking big 
rocks at you, swinging his hammer like a golf club. 



Mot long after that, a cutscene depicts the arrival of the first Burguss 
catapult, a big st on e-tossing machine that can inflict huge amounts of 
damage on the castle door with each hit. However, you must aim and fire 
it yourself. Unfortunately, the enemy ogres fire stones with great accuracy 
at your war engines: gene rally; you have enough time to get off only one or 
two shots before 
your catapult 
gets smashed. 

But when one 
is destroyed, 
another rolls up 
seconds later in 
a different spot. 

Run up quickly 
behind each 

catapult, sheathing your sword as you run. The moment you reach the 
machine, hit 0 to take control, then use the left stick to quickly swivel the 
catapult until It faces directly at the castle gate. Press and hold 0 to build 
up the distance gauge (the circle that appears onscreen at upper right), then 
release the button to hurl the stone. You need to fill most of the distance 
gauge to reach the castle door. After the shot, the circular gauge turns Into a 
reload timer; when it fills up with red, the catapult Is ready to fire again. 












Keep this up (ignoring Order troops around you as oesiynu idn) uimi mt 
Castle Prevant Gate gauge drops to zero and the gate opens. Your team 
automatically rushes inside, where Balbagan waits. He says hEs the Fore 
parly's rear guard; Lord Sigmund and the rest of the group are up ahead 
in thl castle. 


within 3 minutes. 


Smashing the Ogres! 


Order Servant 


Enemies tike Order servants 
have more HP. thin you’re 
scvustonihdto thus far. This 


how strong a foe's offense js } 
or how resftieni if is, ft wool 
fight back white iB bouncing 
in the air. Also, he wary of 
simply using Dancing Rhapsody 
on enemies with higher HF 
totals—they’ll survive the 
barrage, and simply hit Gaped 
hack immediately* instead, use 
Crescendo Spike, or he sore 
to tack a skit! on after Dancing 
Rhapsody, 



























MISSION MAP 

0 Start 

0 Genma (rest & supplies) 

0 Gargoyle trap 

O © Locked cells 
0 Order servant (cell key) 

O' 0 Locked ceils 

0 © Open cells 
© Burguss soldiers ontfir attack 
0 Explosive barrel 

Gargoyle traps 
0 Darkness begins 
© © Gargoyle traps 
© Mouse (cell key) 

0 (largoy/e trap 
© Explosive barrel 4 pots 
© Room with hidden object 
© Burgu&s soldiers under attack 
© Explosive barrels 
0 Darkness begins 
0 - © Gargoyle traps 
© Mouse (iron metal) 

© ■ © Gargoyle traps 
© Reunion 
© Genma relocated 
© Wooden box mimic 
© Sigmund 
© Pots 4 barrel 
0 Order squad 
© Illusory wail [use flute) 

© Lester 
© Sarancfa 

LEGEND 

Wooden Treasure Chest 
G old Treas u re C best {Lo eked) 

^ Save Point 





































































GET TO THE AZURE CHAIN! 


Hie Azure Chain is on the castle roof, but Castle Prevant is crawling 
with Order troops. Youil have to fight your way up to the top, but your 
Liberation Force triends are waiting tor you somewhere inside. 



ENEMIES 


ACTION CHECKLIST 

2 * Optional; Find call keys to unlock three cells on the first floor. 

2 ■ Fight your way up to she castle’s fourth floor and meet up with Edward 
and Eugene. 

J ■ Optional: Craft a cell key to unlock the fourth cell on the first floor. 
df ■ Find the hidden staircase to ihs castle roof and climb to the Azure Chain. 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS AVAILABLE 

None. 



Stone Gargoyle ftf 


HP * 2500 

FOL'IOO EXP * 200 


4 




I 



Order Servant AP 2 


HP * 1200 

FOL * 7D EXP * 90 



• SSSION WALKTHROUGH 




: jy a Sunstone 


WATCH OUT FOR GARGOYLE TRAPS 


A Burguss soldier in blue waits for Capell's party in the first hallway. As 
you approach, he runs ahead down the corridor. But when he reaches the 
intersection, the unfortunate fellow springs a trap—red glyphs on the floor 
start glowing and inflict damage, then the stone gargoyle in the alcove 
comes to life and attacks. Defeat the beast and team your lesson: don : t trust 
gargoyles. Castle Prevant features numerous traps just like this. To test 
whether a gargoyle is a trap or merely ornamentation, Connect to Ava and have 
her shoot it with Ravaging Raptor, If her target was indeed a gargoyle lying in 
wait, the trap becomes disabled, granting Player Advantage to the party. 


m lie <*head in Castle Prevant. A sunstone 

- >r*p en s iye purchase that brightens up dark areas. 

I m mm or three from Gemma. You'll find some in treasure 
*cs as f«w progress, too. 


Timediately- to Genma, Talk to him and select I want 
ro ail party sfafs. then stock up on items from him too. 
lave a store of antidates—Order markswoman with 
* are posted throughout the castle^ Save your game al the 
rmt across the entry hall. 
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Pottery Lure 


Enemies come running to investigate nearly every time you 
break a pol in Castle Prevarrt. So hf you see any pots near 
an explosive barrel, use this neat trick: Connect to Aya and 

have her shoot a Ravaging 


Raptor arrow into a pot. 


wait for foes to check 

m $ 

it out. than fire another 

^ *■ - r 

arrow into the explosive 
barrel to inflict good 
damage. 

: < -> l 

^ , —- 

--—— —-J 


Go north past the first two locked celts and around the first comer heading 
east At the end of this hall, you confront an Order sen/ant who leaves a 

small wooden box 
behind when you 
defeat him. Pick up 
this box to obtain 
a cell key. (The key 
now appears in 
your Special Items 
inventory,) This 
key unlocks any 
cell in the northern 
cellbfock. But use it 
to unlock one of the 
three cells that hold 
Burguss prisoners 
first (0 Q and 
0 on the map). 


After you defeat the stony menace, note the red floor glyphs that triggered 
the trap. Keep an eye out for these as you proceed. Also note that stone 
gargoyles have a special attack called Crash Ball in which they fling a 
stone sphere at 


you. When you see 
a gargoyle raise 
both arms over his 
head. Crash Ball 
is coming. Dodge 
to the side, then 
dash in with a good 
combo. 


EXPLORE THE NORTHERN 
CELLBLOCK 


From the first stone gargoyle attack, the way to Sigmund and the others 
is to the right, down the south corridor. But a number of Burguss soldiers 
are imprisoned in cells reached via the north corridor to the left. Not only 
is freeing prisoners a nice thing to do. it’s a tactically advantageous thing 
to do as well. Every Burguss soldier that you spring from a cell joins the 
fight on your side. 


MOVE THROUG H TH E 
SOUTHERN CELLBLOCK. 

Backtrack to the first intersection and head south now. The second cell 
on the left (0 on the map) hotds three treasure chests. Seems too good 
to be true, doesn’t it? The two sunstones you find can definitely come in 
handy very soon. Around the comer ((JJ on the map) you find another 
celt key in a treasure chest. This opens another one of the ceils back in the 
north cell block. Go back and use it to free another Burguss prisoner. 
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Order Markswoman © 650 ® ioq 

Ranged foes, like Order markswomen or i umper marksmen, will do their best to stag 
from Capell and his allies . Be wary of them in larger groups . as tbeyll stay on the 
fringes and pepper Capell with projectiles while he 's otherwise occupied with dose-range 
adversaries. Connect with allies and Imve them use strong ranged spelts or attacks on 
Order markswomen, while using Capell to chase them down and launch them. Once upon 
them, don t let them get a way and establish long range again! 



■ - - jb along the corridor to the large room (at Q] where Order 
s:: ers are hammering your Burguss allies- Jump into the fight and save 
re Burgess soldiers, who subsequently run off to fight for your side. 
Proceed down the 


na ways—the route 
< near for the rest 
r re floor—with a 
sharp eye out for any 
leiiale red floor glyph 
that indicates a stone 
gargoyle trap. 


When you find such a glyph, don't step on it! Instead, have Aya zap 
re gargoyle nearest the glyph with a Ravaging Raptor arrow to trip the 
rap safely and also give you a Player Advantage. Then go smash the 
: -.v:j r e into pebbles. You’ll find three such traps ((J) in the 

-: ~iernmcst corridor. Climb the stairs to the second floor of the castle. 




2 nd FLOOR: FIND THE MOUSE 
WITH THE CELL KEY 


Follow the corridor until you reach the dark area. Then open your Usable 
Items inventory, select “SunstoneT and assign it to Capell, Now you can 
see ahead well enough to spot glyph traps on the floor before you step on 
them. Work your way slowly and carefully along the southernmost corridor 
to the stone gargoyle's trap at © defeat the gargoyle and look into his 
alcove to see a mouse. 




Connect to Rico and talk to the mouse. (To do this you need an active 
sun stone shining.) The mouse gives you a cell key. Go back downstairs to 
unlock another cell In the northern cellbEock. 


-^ 

Heal at Genma 

Visit Genma for a full healing each time you come back to the 
first floor cel I block with a new cell key. 

s._ A 




HERD OF LIGHT 




























SURVIVE THE 
GARGOYLE GAUNTLET 

Keep working your way up to the northernmost hallway, a dark stretch 
lined with gargoyles, five of which are traps Vou may have to burn 
through more than one sunstone in this area if you want to My explore. 
The only thing of vaiue P however, is a mouse in the hall's northwest corner 
who gives you a piece of iron metal if you Connect to Rico and talk to the 
rodent. When you finally reach the dark hall's west end, climb the long 
staircase up to the next floor. 


Edward says Lord Sigmund has set off for the Azure Chain; you must catch 
up with him. But first open the treasure chests in this half; heal yourself 
and restock with Genma at his new position here, and than save your game 
at the save point. Exit the east end of the great hall and head upstairs to 
the castle's fourth floor. 


3 rd FLOOR; 

WATCH THE PARTY REUNION 


When you push through the big doors on the castle’s third floor, you 
trigger a cutseene. Capell, Aya, and the twins reunite with Eugene and 
Edward in the great hall. This reconfigures the party. Capell goes on with 
Aya and Edward; the twins leave your party and stay with Eugene. 


FIND THE HIDDEN CHEST 


Come back upstairs and find the distinctive warbling sound and rlppHng 
visual effect of a hidden object (room @ on the map). Play Psrcipere on 
your flute to reveal a treasure chest that holds some valuable marble. 























— 




MEET SAViO THE STARSEER 

After you dispatch the wooden box mimic, approach Lord Sigmund, who 
stands at the tall wooden doors leading south. This triggers a cutscene in 
which you meet the honorable Savio, also known as Starseer. Sigmund 
asks Capelt to escort Savio back downstairs to Eugene. 


En route, Savio demonstrates the power of lunaglyphsand discusses 
their origin. He also speaks of k the unblessed who have none and are 
ostracized. You soon learn that Lord Sigmund doesn't use lunaglyphs at 
ail. Downstairs, Eugene is happy to see Savio who now joins the group 
waiting in the great hall on the third floor 


CRAFT A KEY TO UN LOCK 
THE LAST CELL 


Okay, right here is where you get the full value of a strategy guide. Now 
that Edward is in your party, open up your Creation menu and scroll to 
Edward. He’s a "Bronzesmith/’ a Level 2 1C forger. Note that he can create 
a cell key using marble {which you got from :hs hidden treasure chest on 

the second floor) 
and iron metal 
(you should have 
several pieces by 
now). Make the key 
and backtrack ali 
the way down to 
the last locked cell 
on the first floor 
CBfiblock and open 
it You’ll run into a 
lot of enemies on 
the way. but your 
party is strong. 


BEWARE THE BOX MIMIC 


Don't try the pats/barrels trick 
here; no enemies are in the area 
yet. Approach the treasure chest 
in the southeast corner with your 
sword drawn. !t : s a "wooden box 
mimic" taking the shape of a chest, 
and it springs up to attack as you 
approach. It's a tough foe, with 
10000 HP, but Edward and Aya 
are stout allies. Mimics are fun 
to juggle, so try to get it airborne 
with a Crescendo Spike or Cutting 
Gavotte. 


Very tough rhonsters called mimics can take the shape of 
treasure (bests and spring up to attack as you draw near. 
Always approach chests with your weapon drawn. 


















!SITUATIONBONUSl 


Freed ail Burguss soldiers. 


The western end of the main hall seems like a dead end T but you can hear 
the telltale sound of a hidden object and see the stone wall rippling in the 
northeast comer. Use Percipere to reveal the wide staircase behind the 
illusory wall. Then climb up to the castle's top floor to trigger a cufscene. 


REVEAL THE HIDDEN PASSAGE 

Head back upstairs to the fourth floor. Connect to Aya, then use Ravaging 
Raptor to shoot one of the pots fat 0) f wait for the squad of five Order 
troops (posted at to come investigate, then shoot the explosive barrel 
right next to the pot to damage them. Eliminate the survivors. 

Donf open the treasure chest in the fmirth floor's south 
hall. It triggers a nasty am hush. 

If you go through the big doors leading south to enter the room where 
you met Savio, you see a gleaming treasure chest (at Q on the map) in 
the middle of the room. It's a trap! so unless you're looking for a fight, 
leave it he. If you open it, you get a measly 1 Fol and trigger an ambush 

that includes 
Enemy Advantage, 
which drops your 
AP to zero and 
makes your party 
susceptible to 
critical hits. 


DEFEAT LESTERAND 
BREAK THE AZURE CHAIN 

Lord Sigmund faces a powerful Order knight named Lester, who guards 
the chain. Lester calls for an infusion of power from Saranda, a woman 
who seems to be some sort of sorceress; in response, Sigm und calls upon 
his allies to support him. 


I 

























fou rely entirely on that tactic, you may also gain the Situation Bonus avaitahte tor heating Lester within two 
notes. 


ground fights as an independent party: he doesn't follow your lead, and you can! Connect to him. Again, you 
n use Aya from time to time to shoot Saranda. W tocus most otyour energy on nailing Lester with your 
ming Gavotte battle skill chained with combosllgain and again. Sigmund and Edward are Strong allies; you 
in chain your hits with theirs to keep Lester on the defensive. 


The easier way to heat Lester is to run around and let Sigmund do the heavy lifting. The secret is that Sigmund 
cannot be KO d in this fight. You can hang hack. Connect with Aya. and use Ravaging Raptor to sling arrows 
up at Saranda to prevent her from augmenting Lester's attack with her power spells. In fact, you can drive her 
away. eventually 



■ - ^ fats. Sigmund turns his attention to the Azure Chain and 
r: : . ". ne‘s considered a hero ...but it's at a price. Aya insists that 
-once on their mission to free the land. To Capell s alarm. 
$ar~z incurs, and calls for a victorious return to Burgusstadt- 




Sigmund, Eugene. Balbagan. and Savio all join your party now. and the 
Party menu becomes available for the first time. In general there is no 
strictly '“correct' 1 grouping at any given time: all of your potential party 
members are strong in their own ways. But Keep in mind that some 
characters boost other characters stats when both are in a party together. 
And some characters have complementary skills. You always want a good 


healer in the group, 
for example, and it’s 
often nice to have 
someone with ranged 
capabilities. 

For this next journey 
you may want to 
choose Balbagan, 

Aya, and Sigmund to 
join Capell in Party A 
as you leave Castle 
Prevant and make 
some detours to 
previous locations 
before you move on to 
Burgusstadt. 



HERO OF LIGHT 



























































To Dragon bo no Shrine 


MISSION MAP 

O Twin s' h o use (Aya .Rico. Rucha) 
0 Bel began 
0 Sigmund 
0 Edward 
0 Savin . 

© Eugene 


LEGEND 

^ Save Point 


. Refer to previous mission maps as 
well. See also the maps lor the two 
side quests fisted below In Part 4; 

Side Quests. 

















TRIUMPHANT 

RETURN 

This chapter takes you on some optional backtracking to pick up previously inaccessible items and 
side quests, then sends you triumphantly into the capital of the Kingdom ofBurguss After arriving 
in Burgnsstadi Capetl can get to know his new friends better in a few private events. 


UNFINISHED BUSINESS, PART 1 


Before you make your glorious entry into Burgusstadt. you may want to 
spend some time checking out areas that were previously inaccessible. 
You can also take a detour back to Nolaan to complete side quests you’ve 
already begun, and pick up some new ones. 


ACTION CHECKLIST 

2 ■ Optional. Use 8a I Pagan to access areas blocked by cracked rocks. 

2 ■ Optional: Complete Nolaan side quests you've already begun, 
and pick up new ones. 


NEW SIDE QUESTS AVAILABLE 



Monsters in the Shrine Back Pain Medicine 


PRIVATE EVENTS AVAILABLE 



ENEMIES 


v LvSION WALKTHROUGH 

5 : ".-.tricking mission, and its entirety optional; But .you'll 
. i&irts if you take the time, it's also good to wander 

: sr-a oods defeating monsters and enemy troops—you 

-■ •= ■ \ :Hd fatten your wallet with FoL 
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TaJk to Sigmund, who stands 


Some of 


2 


IC Opportunities 


r—— 

a S well “ ® afC exce " Ent W^ksmilte 

s we«, so look to create upgraded equipment whenever you 
can. Keep grinding! ' 


Sigmund and the 
Saruleus Flute 


O see .he «u te Capel, received from Saruieu, Se(ect Z 

S* 3 r* Peek -” ^ - nuiek cu,scene i„ which 

agmund pl ays a Ouie song, when he rerurns , he flu.e Ca, 
has learned some concerto notations. 


oeiween CapelJ and 
Sigmund. 


When youVe finished off your 
unfinished business, save your 
game and exit Nolaan to the south 
into the Luce Plains, 


REVISIT 
THE CRACKED 
ROCKS 

The addition of Balbagan to your 
party gives you the ability to smash 
through those three "cracked 
rocks” that blocked access to 
treasure chests in Graad Woods, 
the northern Luce Plains, and 
Dragonbcne Shrine. Go back to 
each boolder. Connect to Balbagan, 
then use his Gigatackle action to 
shatter the rock. 


■t 


Kecpyovr sward drawn as yen abroad, the two treasure 
chests behind the cracked rack in the northern Luce 
Plants. The -wooden chest is actually a hostile box mimic! 


thelr m0!her| - AE mentions, a return to Mean lets you g t 

“T k more *.oca, oon.,1*, on , s „ ^ , 

‘ „ mportanl M ^ loo tai ^ ^ 

o the chance to talk to Sigmund by the well. 


REVISIT NOLAAN 



















MISSION 


OFF TO BURGUSSTADT 



This mission lakes you to the capital city. It's a simple trek across the Luce Plains. But this might he a good time 
to explore the full expanse of the plains, 

ACTION CHECKLIST 

1 * Opti on ah E xpi o re the Lu ce P l ains. 

2 - Cross tha Luce Plains heading west to Burgussiadt. 

J* Enter tha capital city. 


NEW SIDE QUESTS AVAILABLE 


None 



AP 2 

El 

HP * 15® 

FOL -40 EXP * 120 


EXP • 60 


PRIVATE EVENTS AVAILABLE 


Lumper Marksman Ap 2 


None. 


HP * 675 
FGL* 20 


EXP * 25 


HP * 1200 

'dN&R FOL * 70 EXP • 90 


EXP * 15 



MISSION MAP 

0 Cracked rock 
0 Path to Burgusstadt 


LEGEND 

Warden Tireasu na Che st 
|||f Je^ed Cabinet 


<!> 


Save Point 




TRIUMPHANT RETURN 
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MISSION WALKTHROUGH 







You must traverse the open plains west to reach Burgusstadf. but consider heading east first and exploring. Be 
ready! Unless you’ve fully explored the Luce Plains already, you may run into new enemy types along the way. 


HEAD ACROSS THE PLAINS 


Work your way down into the large southern region of the Luce Plains, then—and again, It's 
optional—head off into regions you haven't explored yet You’ll find another cracked rock 
blocking a passage in the southeast (at Q on the map) that leads to a pack of beasts and 
a gorgeous, waterfall-ringed canyon where an open temple-like structure sits. Inside sits a 
treasure chest that holds “'memoirs of a mercenary^—a valuable prize that significantly raises 

the max HP of the party member on 
whom you bestow it. Different memoir 
books can raise various stats, but they 
can also be saved and used in high- 
level writing creations. 

Keep an eye out for berries and herbs as you jog through the vast southern Luce Plains. When 
your traveling itch is finally satisfied, head northwest along the old stone road lined with 
crumbling pillars as it veers up to Burgusstadt. Up ahead, you can see the Order’s evil chains 
rising through the sky to the moon above. 


INTERLUDE: BURGUSSTADT 

Lord Sigmund and crew indeed make a triumphant return. Then Gapell gets a warm, warm introduction to 
Michelle, a major-league healer who mistakes Gapell for Lord Sigmund. But Sigmund appears, setting the poor 
woman straight... 





ACTION CHECKLIST 

/ * Optional: In Burgusstadt talk to various party members to 
complete a set of six private events. 

2 ■ Find the Chamber of Rites in the Castle Burguss. 

PRIVATE EVENTS AVAILABLE 



Note: these become available only otter you arrive in Burgusstadt. 



NEW SIDE QUESTS AVAILABLE 

None. 

ENEMIES 

None. 








MISSION MAP 

0 linn {Aya. Genma) 

0 General Shop 
0 Anne’s house (Anne, Ralph) I 
0 Rico £ Rucha 
0 Gar {Baibagan) 

0 Chamber of Rites 
0 Michelle 

0 Edward (Pet ore private event) 
0 Savin 
© Sigmund 
© Nestor, Azure King 
0 Eugene 
© Smiling min Ester 
0 Edward (after private event) 

LEGEND 

Wooden Treasure Chest 
Gold Treasure Chest (Locked) 
Save Point 



' iSSION WALKTHROUGH 

. gg~ a number of private events that become available when you first reach the city, DorT forget that 
n/sh three Nolaan side quests in Burgusstadt now too. After the lunar rite that triggers the next 
- set of side quests open op as well 
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© Rustic Capeil 

Find Rico on the main street and Connect 
to him, then go into the General Shop 
and talk to the shopkeeper. This 
triggers a conversation between 
Capeil and Rico. Twice you get the 
choice of two responses. To Increase j 
your bond with Rico and end up with / 
some berry ice cream, pick the / 

second choice each time. / 


MEET SIGMUND AND FIND THE 
HIDDEN CHEST 

When you approach the room where Sigmund walls (a: on the map), 
you trigger another ctitscene. This time it's a brief meeting between CapeiE 
and Sigmund. Afterwards, play Pe{Cipere with your flute to reveal the 
hidden chest in the corner. . 


TRIGGER THE RITE 
ANNOUNCEMENT 


When you first enter Castle Burguss and take the first right turn inside, 
you trigger another cutscene with Michelle and Capeil, and then Aya. The 
others join, and Edward announces 


that Lord Sigmund must undergo a 
lunar rite that night a great honor 
to be performed by the Azure King 
of Burguss himself. Everyone 
is invited. Tea, anyone? Here, 
Michelle officially joins your party. 


TRIGGER THE PRIVATE EVENTS 


After the long cutscene ends, start exploring the castle and town and 
talking to folks In your own party. Try connecting to different characters 
before you make the rounds. You can complete private events in any order 
you want. 

Note that the first time you enter the castle s Chamber of Rites, you 
trigger the funar rite cutscene and this initial interlude period ends. But 
don r t worry, you can still engage in all the private conversations after the 
ceremony as well. 






















The Fortune Teller 


Boyhood Friends 


castle Burguss, find Eugene in the library (see 12 on the 
-mp) and talk to Him, He explains that he T s Lord Sigmund s 
. ategist, but also a childhood friend; they grew up together. 
= _ iaoe also fills in Capell on some of Sigmund's behavior. 


Ftucha’s Impression of the Hero 


Talk to flucha on the street Uke her brother, she gives 
Capell an honest appraisal of Sigmund. She finds hts 
“fire and ice” personality kind of scary, especially when 
he‘s fighting. 


The Hero’s Right Hand 


So into Ute inn and Conned to Aya, then head lor Castle Burgess. Find Edward m one 
„ the side rooms (see 8 on the map) and talk to him. When Edward -thanks Capell 
„ a somewhat insulting manner. Aya Sticks up (or Capell. A«er that. Aya and Capeil are 
stone; Aya asks if Edward annoys Capell. and you gel two response choices. 


r„ strengthen vour band with Aya. choose “He definitely gets on my nerves." She _ 

«es your response. If you answer "Not really.-." instead, you lose points with Aya 

it"—“ s,9mundi,e " ,he dtscnp,,on puts lt 

Sigmund like a godt" 


He worships 


GO TO THE CHAMBER OF RITES 

When you’re ready to view Sigmund's lunar rite and Web the story forward 
again, go to the Chamber oi Riles (© on the map). Your approach 
triggers a new cutscene. 


in Castle Burguss. find Michelle in the side room (see 7 on 
the map) and Connect to her. Then find Savio in his room 
across the hail and talk to him. Michelle asks him to look into 


her future. 

You can 
choose one of 
three topics 
for her, but 
ah choices 
increase your 
bond with her 
equally. 











MISSION MAP 


Inn (Aya, Genma) 

General Shop 

Anna's house (Anne, Ralph) 
Rico & Rucha 


Chamber or Rites 
Michel Je 

Edward (before private even!) 

Savig 

Sigmund 

Nestor, Azure King 
Eugene 

Smiling mmister 
Edward (after private event) 


LEGEND 

^ Wooden Treasure Chsst 
m Geld Treasure Chest (Locked) 
w SavePoint 


Tr easy re Chests 


To Luce Plains 


A 

Lauan sandals 

S 

Burguss rrui? liquor 

C 

Soup stock 

H 

S«a axe (reveal with Me) 

330 Eol 





























s * :_es;s sre optional but each includes a nice reward and is 
„ B s;;ojnpiish so why not give it a shot? Go to the Burgusstadt 
i Side Quests for walkthroughs of each quest. 


HEAD FORTHE ORADLAN DUNES 


Upgrade! Upgrade! 


for Edward grinding out equipment 
entire party. And whatever you can't make, 
erat Shop. Progress is much easier when 
m weapons, armor, and accessories. 


When you’re ready to embark for 
Fayel, exit Burgusstadt and cross 
the Luce Plains heading southeast 
to the passage that leads into the 
0radian Dunes. (If necessary, refer 
to the full Luce Plains map back in 
the "Off to Burgusstadt" mission,) 



LUNAR RITE 
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To Oradian Dunes (West) 


To Sap ran 


Treasure Chests 


A 

10,000 FoE' 

B 

Staff paper 

C 

Eagle eye (locked) 

D 

Memoirs or an alchemist 
loot of reach) 

£ 

IQGOFol 


MISSION MAP 

Q Cracked rock 
0 Whirlwind area 
0 Old stone road 
0 Ruins (V visit triggers artscene) 
© Rock arch 

0 Whirlwind (blocks passage? 

Q Sap ran gate 


LEGEND 

fgCold Treasure Chest (Locked) 
^ Wooden Treasure Chest 
Jeweled Cabinet 
^ Save Point 





























BLAZING 

DESERT 

Welcome to We Qradian Dunes, an arid wasteland where only We nasty 
thrive * This chapter takes you to its centra 1 oasis, then south to an 
imprisoned desert settlement overrun by the Order of Chains. You get 
your first opportunity to create a second group in the Party 8 Slot of the 
Party' menu l 


CROSS THE DUNES TO SAPRAN 


Yss 3 your overall goal here is to reach Fayel, but hallway across the 
Qradian Dunes you pick up a new interim destination. The Order of Chains 
hasn’t deployed any troops in the open dunes, but the desert is crawling 
with an entirely new assortment of monsters and other menaces. 



ACTION CHECKLIST 

2 - Create two well-balanced parties. 

2 ■ C ross the 0 rad ian Dunes to its central o as is to chan ge your de -^nation. 
2 * Head south to the village of Sapran. 


N EW SIDE QUESTS AVAILABLE 

Hone \ -v 


PRIVATE EVENTS AVAILABLE 

Hone. 


ENEMIES 





HP * 365Q 

FOL * 3C0 


EXP * 350 



hp * moo 

FOL - 450 EXP * 500 


FIND THE BIG FOL 


Be ready for huge Hying garudas, and, the annoying impfish that slither 
under the sand and suddenly pop up to attack; you sometimes have to face 
both at the same time, so its nice to have two parties of four on this trek. 



From where you enter 
the dunes, stick to the 
right-hand cliff wall; 
it leads you into an 
enclosed canyon with a 
cracked rock at its west 
end. Use Balbagan’s 
Gigatackle to smash 
the rock, then climb 
to the treasure chest 
on the rise. It holds a 
whopping 10.000 Fob 
so don't miss this prize. 


MISSION WALKTHROUGH 


.. gafepn in your main parly with Sigmund: anolher cracked rock is up ahead, blocking passage to a 
as_ re chest. But consider adding Michelle for Astro, her cheap hut powerful spell that can also be used as 
■ action, and lor her excellent healing skills. Like Balbagan and Edward, her slats are enhanced by being 
isjtv * lit* Sigmund, although it could be assumed for entirely different reasons. Remember to keep the 
; , together if you want them in Party B, and you might want to add Edward to your support party as leader 










































Don't let whirlwinds hit you! A lot of sand Moves across the 
duim* so be eareftl—sometimes a vshtrlviind tan sneak 

up on you. Each is 
marked hy svn fling 
chunks of debris 
visible in its vortex. 


i 


9 d£ ?te! 2 iSe Gm 


FIND THE RUINS 

Now work your way south, but avoid the towering whirlwind that sweeps 
back and forth across the open sands. Lead your team around the edge of 
the area; the whirlwind inf licts painful damage if you run into its swirling 
debris, When you finally get past it, you find an oid stone road in the pass 
(at© on the map) that leads to some ruins and T just beyond them, a 
spectacular stone arch, 


After the cutscene, you must reset Parry A and lose the sub-party. Before 
you head through the arch toward Sapran, turn around and use the save 
point near the oasis. Two treasure chests are in the oasis area, but one is 
locked and the other is out of reach m the middie of the oasis lagoon. 



@ «8 «» «>) 0 <>) <?> & & 
Northwest Passage Denied 


The Or Lilian Dunes extend far 
north and west of the central 
oasis* but a large whirlwind 
blocks the only passage ro these 
areas until after you complete 
the Sapran mission. 



<£> •& <g> •& & P) •&> <$ cf> <s> 



HEAD SOUTH TO SAPRAN 


Go through the rock arch and work your way south over the dunes. Keep 
alert—the closer you get to the chain, the more monsters you face. Soon you 
_ _ see the rough 

woo ^ en gates ° f 
Sapran up ahead. 

Proceed into the 
; village. 


Your approach to the ruins triggers a cutscene: Eugene reads "South: 
Sapran" on a road direction marker, and Aya spots the small village to 
the south. Genma reports that a nearby canyon was recently enchained 
and overrun with monsters. The village was abandoned before the Order 
# attacked; some vlllag ers a re stil I 
If wandering the desert roads as 
j&gk ^ . refugees, Sigmund decides to 

• Bp destroy the chain near Sapran 

£ '4# W&M mm before proceeding on to Faye I. 

























□radian Dunes 


THE BATTLE OF SAPRAN 


The cutscene triggered as you enter Sapran gives you a glimpse of the 
challenge you lace. The Orange Chain is protected by a barrier powered 
; v a set of orange crystals placed throughout the village.. The crystals 
themselves are guarded by Order forces and some very tough new 
monster types, including the powerful hill gigas and the pebbieshell crab. 






CELAINED 


VILLAGE 

This Chapter lakes you into a heated battle around the village of Sapran where you must 
destroy the infrastructure that protects the Orange Chain. Then you face another powerful 
Order knight who guards the chain in the canyon above Sapran. Quick work in these 
endeavors can earn you two separate Situation Bonuses' 


mission map 


0 Crystal 

0 bidden crystal,reveal with flute) 
0 rjgti cfysta'; (use Ay a) 

0 Crystal 
0 Crystal 

0 Migh crystal (use Aya) 

0 Crystal 

Q Hide; e n crista! ii reveal with II ute) 
0 bidden crystal«reveal with flute) 
(0 Crystal 

© Hsgh crystal (Use Aya) 

0 Crystal 

© Orange Chain & Semberas 


CHAINED VILLAGE 

































MAIN STORY WALKTHROUGH 


ACTION CHECKLIST 

1 * Destroy the orange crystals to liberate Sapran. 

2 * Defeat Sarhfets. 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVE NTS AVAILABLE 

None. 


ENEMIES 



Order Jailer '4? 2 


HP *120 

FOL * 10 EXP * 15 


PebblestiBli I 


HP * 2000 

FOL - 250 EXP *400 


Hill Gigas 


HP * 11560 

U FOL *3-50 EXP * 600 


S!f 

* Semberas - 1 

pi. L3s 

gl 

l HP * 40000 

^ FOL • 1200 EXP *5000 


MISSION WALKTHROUGH 

An impenetrable energy field blocks the path leading no the hill behind Sapran to the Orange Chain To dissolve the 
held you must smash a total of 12 orange crystals placed around the village. As Sigmund says, "We will destroy 
our enemies and alt at those crystals/ 


'■ * 


CREATE YOUR PARTIES 




You start by creating three parties, Capelf leads Party A which 
automatically includes Aya; you need her Ravaging Raptor in this mission, 
as you'll see shortly. Add two more to this main group. Then set up the 
other parties with characters who enhance each other: Rico and Rucha 
always belong together, for example, and Michelle performs better when 
In either CapeJfs or Sigmund’s party. (Of course. Sigmund boosts 
everyone in his party.) 





—d 


p— sgjsgagr 

ti” ” 


SE&3 


DESTROY THE ENERGY FIELD 

Again, you must shatter all 12 orange crystals in order to destroy the 
energy field so you can reach the chain. A blue bar gauge labeled “Energy 
Field'' appears across the top of the screen. Each time you smash a crystal, 
the bar drops by one-twelfth. When it drops to zero, the energy field 
dissipates. 

In general, focus on the crystals as much as you can. Yes, bad guys and 
monsters are everywhere, and you may need to fend off swarms from time 
:: t ne: they can make your crystal-bashing efforts very painful if you don't 
” ■ their ranks occasionally. But the minute you smash the final remaining 
:~-:e crystal, you successfully complete the first part of the mission 
sessrttiass of how many enemy troops and/or monsters arc left in Sapran. 


© 11560 @ 600 


Even more sizeable than tm/heart glgas ghemfss pack a mean 
punch. Their languid gait amt ettacksvesd makes them prime 
targets for Deflect Drive, however—this parrying skill is even 
more important against them r because only after being frozen by 
a parry can they he launched with Crescendo Spike or knocked 
dawn with Diminuendo Dim Play hit-and-run with Connect 
sbilities and quick trMe skills like Cubing Gavotte, then go for 
Deflect Drive inlc a launch once AP is huitt past 7 





































( 4 Qte Trat Party B automatically attacks crystals on its own, so you may not 
need to smash all 12 with Party A. Also keep in mind that if you smash all 1 2 
crystals within 3 minutes, you earn a nice Situation Bonus for saving Sapran. 

Here's where to look for crystals: 

O Sue crystals are in plain 
sight on the ground . my to 
smash with melee attacks. 

Two of these six crystals are 
inside structures. 



Q Three crystals are installed 
in high places and must be 
destroyed with ranged shots 
using Ay a s Ravaging Raptor. 



Q Three crystals are hidden behind illusory waifs and must be revealed 
by flute music (Percipere) before you can destroy them * 




DEFEAT THE ORDER KNIGHT 
SEMBERAS 

When the last crystal shatters, you trigger a cutscene in which the party 
approaches the Chain and confronts its protector, an Order knight named 
Semberas. As with Lester at the Azure Chain, this knight is infused with extra 
power by the sorceress Saranda. Get ready for your toughest fight so far. 


CHAINED VILLAGE 













5 


7 


m 

£ 

< 




Start by quickly eliminating the Order [ailer minions As in the fast boss 
fight against Lester, Sigmund cannot be KQU so you can let him take 
point versus Semberas while you mop up the minions; in fact as before, 
you can let Sigmund do aft the hard work against Semberas. keeping 
Capell back and sate. But then youlf likely forego The Situation Bonus 
earned by beating Semberas within two minutes. Better to wade in with 
Gutting Gavotte, combo, Cutting Gavotte, combo, and help Sigmund 
knock big HP off the enemy kFrlght quickly 
* 

Semberas summons an energy orb every so often, which he then 
unleashes on the party. Direct Capell to smash this sphere Immediately, 


then return to your Semberas-bashfng, Avoid the boss’s combo moves, 
strike quickly, and then hang back. Keep calling for healing and keep 
guzzling MP-replacing potions if necessary so you can unleash your 
battle skills, 






Defeated Semberas within 2 minutes. 



Once Semberas finally falls. Lord Sigmund summons Capell forward to 
complete a surprising task. When the Orange Chain is destroyed, Sapran is 
released from its evil power. 









































RE F U G 

Sapran is entirelv deserted after your epic battle, and as Germs has beard, the inhabitants 
are likely wandering the desert. In this chapter s pair of missions, you head north and then 
west for Faye!. En route, you find a distressed group of Sapran townsfoik who need escort 
back to their village. But halfway home another complication arises... 




MISSION 


ESCORT THE SAPRAN 

V*/ 

ins Order’s assault and installation of the Orange Chain has driven oft 
tie citizens of Sapran. Now they're lost in the desert. In this mission, you 
come upon them while working your way west toward Favel. Will you help 

them? 


REFUGEES HOME 




mission map 

0 Reck arch 

0 fallen rocks 

(blocks passage north) 

0 Find refugees here 

0 Lumper mages! 

0 Refugee destination 

LEGEND 

Woods n T reasure Chest 
- Refugees route 
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ACTION CHECKLIST 

/ * Hn Sapran s r tfl backtrack north to the oasis area. 

2 * r'on the oasis, head west toward Faysi- 
J * Meet tne Sap ran refugees. 

- Escort the refugees safely hack to Sap ran. 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS AVAILABLE 

None. 


ENEMIES 


a 




Karbear 

AP7 I 

1 HP * 10000 

| FOL - 450 

EXP *500 

Amigo 

AP3 

HP • 2750 

FOL « 250 

exp ■ m 

Garuda 

AP _ 

1 HP * 3650 

] FOL *300 

EXP * 350 




Lumper Mage AP 2 

o 

HP * 1625 

FOL * 150 EXP - 200 




MISSION WALKTHROUGH 


Hi is starts as a simple eross-des eft trek and turns into an escort 
mission. Your team's HP and MP is automatically replenished after the 
battle with Sembaras. Put together a good monster-fighting party ahd 
head out info the Oradian Dunes 






so 


GET TO THE OASIS 

* 


The oasis to the north is a nice 
interim destination to shoot for. 
Work your way across the hot 
sands toward the rock arch, fighting 
through the usual desert beasts. 
When you reach the oasis, save 
your game and start heading west. 



FIND THE SAPRAN REFUGEES 



This step is easy: you can't miss them, ready. They're camped next to 
a save point in a narrow pass that you must go through on your way to 
Fay el. As you approach, you trigger a cut scene; Eugene sends Cap el I over 
to talk to the refugees. When control returns, walk over and talk to various 
folk, including the woman Fasna ; her brother Leif, and the refugee leader, 
Levan* You learn that these are "unblessed s” from Sap ran, which is in 
fact an entire village of unblesseds. Important: be sure to use the save 

point before you 
return to report 
to Sigmund! It 
won't he there 
after the next 
eutscerte. 



Now go back 
and talk to 
Sigmund to 
trigger the 
next cuiscene. 
Sigmund wants 
to press on to 
Faye I T but Aya 
doesn't want to 

just leave the refugees to their plight. So Cape 11 volunteers to take them 
back to Sapran. Sigmund at first forbids It...then he relents and gives 
Capet! seven days to complete the task and rejoin the party in Fayel. Aya 
and the twins join Capell too. The others move on west. 








































Delivered all the unblessed safely. 


tiers the game gives you a nice bounty of four red berry potions, two 
black berry potions, and ihree miraculous medicines, Ben you get a 
cutscene of the grateful villagers, ready to roll. 


ESCORT THE REFUGEES TO SAPRAN 


Your task is to escort the slow-moving crowd of Sapran villagers 
the safety of their home town. A red bar gauge labeled Refugees 
across the top of the screen. This is the group health bar. if it drops to 
zero, you fail the mission. Each refugee has an individual health 

Desert monsters along the route target the refugees first rather than your 
party memhers, so try to get out in front of the group's frontrunners. 

But don't get lured too far away: some monsters (particularly the sneaky 
impfssh) may slip past you or approach the crowd from different directions. 

Things realty get tough as you cross the last open stretch, because a tribe 
of Lumper mages joins in the assault on the refugees. These fellows add 
particular challenge because they're ranged attackers; they sling fireballs 
from their staffs from a distance! and they're spread across the field. Hustle 
quickly from mage to mage, but don’t ignore the prickly amigos who try to 
roll over your escort. Try hard to 
keep all refugees alive. The Situation 
Bonus you earn by delivering the 
entire group safety to the mission 
endpoint is 7500 EXP—a very nice 
bonus indeed. 


FIND LEIF! 


When the refugees finally reach 
the safe area near the oasfs, your 
;ob seems done. But then a young 



woman ~amed Faina reports that 
itile brother. Leif, Is missing. 
Capei! decides to find out who 
might nave seen him last 

mission map 

0 Start 
0 ftnu Leif mere 






REFUGEES 













ENEMIES 


ACTION CHECKLIST 

J * Talk to flfie refugees for clues to Leif 's whereabouts, 

2 * Head south through the rock; arch, 

3 * Lise Aya to shoot down the garuda that holds Leif, 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS 

None. 




HP * 3650 
FCL - 300 


EXP • 350 



Swamp Serpent flP 3 


HP * 3000 

FDL * 200 EXP * 250 


MISSION WALKTHROUGH 

Certainty somebody must have seen Leit wander off. Better ask around for dues, 



FIND OUT WH ERE LEIF WENT 


FIND LEIF 


Start talking to refugees to get reports on Leif. The L 'Disheartened woman” 
saw a kid wander off towards some rocks. Hey, thafs helpful. Rocks lie in 
every direction. But the “Servile 
man" sav/ a kid heading south. 

Now warns getting somewhere. In 
fact, thafs all you need to know. 

Go back and talk to Faina to trigger 
another cutscene, Capeil reports 
what he's teamed, and Ay a says 
the rocky area is dose by. Capeil 

takes only Aya with him to look for Leif, leaving Rico and Rucha behind 
to protect the refugees. (Aya seems a little funny about the way Faina is 
looking at Capeil, doesn't she?) 




r 


Raptor Ready 


1 


Connect to Aya and foifow the old stone road through the rock arch to 
trigger a cutscene: Leif Is menaced by a narbear. When you regain control, 
start fighting! The narbear is 
bad enough, but an entire den of 
swamp serpents slithers up to eat 
the poor kid too. Kill them all. then 
get ready to use Aya's Connect 
action. 



SHOOT THE GARUDA! 

After the last foe falls, a hungry garuda suddenly drops from the sky and 
snatches up tittle Leif. A red time limit bar appears onscreen and starts 
dropping quickly. Hurry! Press © to activate Aya's Ravaging Raptor 
interlace, then aim and fire at the big bird before the time limit runs out 
One good bit forces the garuda to drop Leif and fly off, 





Connect to Aya before you set off looking for Faina’s brother 
Leif, Get ready to quickly use her Ravaging Raptor Connect 
action. 


Watch the cutscene afterwards as Leif is relumed to his sister in Sap ran. 
Faina is immensely grateful...yes* especially toward Capeil. As Aya says, 
"What's with her, anyway?" Then Rico and Rucha reappear with reports 
that the refugees are home and happy. 






























FAINA 

Weil, it looks like Capsi! tias a new admirer. You've been working hard, 
so take an interlude in Saprani Here you can rest up, restock, take care 
of some side quests and private events, and get ready to rejoin the main 
party in Fayef. 


$ 


B3 



INTERLUDE: SAPRAN 


The citizens of the wind-powered village of Sapran are ail unblessed and 
simplv seek for a place to live peacefully. The place is a little ragged after 
the occupation, but folks are slowly getting their lives back together 




MISSION MAP 

0 Fas na's h ou se (Fai na and Leif) 

0 Aya 

0 Rico St Ructia 

0 Despairing man’s house 

0 Mayor’s house (Levan and 
Relieved old woman) 

0 Grieving young man’s house 

0 Exhausted old mart 

0 Bone comb 


LEGEND 

I inn 
^ SavePoint 




FAINA 





















MAIN STORY \H Al KTHROUGH 



ACTION CHECKLIST 


NEW SIDE QUESTS AVAILABLE 


Have dinner with Faina and Leif, 

Optional: Finish one otd quest and start a new one. 
Optional Trigger hvo private events. 

Exit Sap ran and head west for FayeJ. 


Tite Mstnenla 


PRIVATE EVENTS AVAILABLE 


ENEMIES 


The Fayet Clarftitan 


DINE WITH FAINA AND LEIf 


Approach the entrance to Faina’s house (0 on the map) to trigger a 
cutscene. CapelL Aya, and the twins join Faina and Leif for a nice feast and 
some very interesting interaction. 


After you've wrapped up al! your business in Sapran. save your game 
at the inn and head out into the Oradian Dunes again, As you exit 
town, Levan the mayor, 

Faina, and Leif see you ; 

c f : a n d * h an k y o a ga i i 

Then Levan tets you in 
on the secret practice of 
enchantment, and that 
creation ability becomes 
available to you. Now you 
can boost certain stats and 
bestow r other qualities (such 
as elemental attributes to your 
attacks, or immunity to a status 
effect) for a period of time, m 


MISSION WALKTHROUGH 


Make the rounds and meet the good and grateful people of Sapran, You 
can rest up at the inn, have a good meal with Faina, then get on with your 
targer mission. 


After your meal at Faina’s house, Connect to 
Rico and talk to Leif. {He's in Faina’s house 
afterwards.) Listen to the boys talk about 
brotherhood, rivalry, and...the giris. 


The Fayel Claridian 


After your meal with Faina and Leif in Sapran, talk to Aya 
just outside Faina’s house. She explains that the village 
was formerly protected by a Claridian named Airifir 
whose fire was the symbol of life. The Order has M 
been killing off the great Claridians, or enslaving K 
them as they did Saruleus, 














RESPITE 

This is another short chapter. Here , you cross the dunes until you reach a 
remarkable campsite—3 place of true respite overlooking the forbidding 
beauty of the high desert. The next day, its off to Fayel at last! 


TREK TO FAYEL 

As our title indicates, this "mission" is just a trek, most of it over ground you've already covered 
; .afore the refugee escort mission. But it includes a pleasant night interlude. 





To Oradian Dunes (East) 


To Fayet 


MISSION MAP 

0 Start 
0 Whirlwind areal 
Q Trigger camp scene here 


0 Campsite 
0 Faytrs outer gate 
0 Ciacked Rock 


LEGEND 

J2 firewood 

V; - empsite save point 
: ; f i -j -%«- Me night camp cutscem, 

;;r _v;~ \c : j gather tit&vGod. 





















Garuda 


ENEMIES 


Narbear 


HP * 10G00 
FOL * 450 


EXP *500 


HP * 3550 
FOL • 300 


EXP - 350 


Amigo "’S 


HP * 2750 

FOL ■ 250 EXP *300 



Impfish 1 

HP * 1659 


FOI-IQO EXP-150 


MISSION WALKTHROUGH 


Off you go over the desert sands again. This lime, use your new enchant 
ability to. create-immunity to lire poison inflicted by desert snakes. Vou 
should have plenty of the metal fragments you need to create the anti poison 
enchantment bonus. Remember, each anti-poison bonus lasts five minutes 


FIND THE CAMPSITE 

Head north from Sapran up to the oasis area, then veer northwest into the 
open desert (0 on the map) where tht whirlwind rages. Skirt the twister 
and follow the passes as they curve southwest. When you reach the rock 
arch (at O on the map), you trigger a cutscene. Aya leads your party to a 
high promontory and asks Capell to gather enough firewood for the night 


GATHER TEN PIECES OF FIREWOOD 

If you talk to Aya before you start your search, you learn that ten pieces of 
firewood ought to be plenty. Look for crossed sticks that indicate firewood; 
you’ll find them scattered ail around the area.. The first piece of firewood 
is near the ledge not far from where Aya stands, and two more are on the 
path leading up to the site. 


y,■ i iiifci in 


fagjgafj 


ACTION CHECKLIST 

1 * Work your way north then west across the Onadian Dunes, 

2 ■ Find a place to camp for the night,. 

J * Gather enough wood for a campfire, 

-f * The next day, continue west to Fayeh 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS AVAILABLE 

Wore. 





























ENJOY THE DESERT NIGHT 


This is ghe of our favorite scenes in the game. After the twins tall asleep 
near the campfire, Aya and Caps! sit marveling at the pristine, starry sky 
and the desert’s dark beauty. Then Capeli takes out his flute, 



■-’■‘V 11 1 - *- A 


Save First, Gather Later 


Note that the save point at the top of the hil by the campsite 
disappears after the night camping cutseene, so save your 
game before you talk to Aya when gathering your firewood. 



Your movement is restricted to the campsite area and the canyon below, 
so don’t worry, your search won’t take long. Note the gJowing spots on the 
sandy dunes, Each is a useful item (including some firewood) buried in the 
sand, so gather them up too. Don’t miss the piece of firewood hidden in 
grass up against the south canyon walk next to a red berry. 

When, you've gathered all the items, including ten pieces of firewood, go 
save your game at the save point. Then talk to Aya to trigger a long cutseene 




Despite Capeirs joke about the song title, the new music he composes 
you training notations that can be written by Rico into Placare. a flute 
zjtvz that you can play in towns to earn money from citizens, 


HEAD WEST TO EAYEL 


if you look west from the westernmost ledge of your campsite you can see 
Fayel’s great domes gleaming on the horizon. Head downhill and proceed 


west down the 
final canyon. 
Fight past two 
last garudas and 
enter the city, 





















MAINSTOnvWMMiMIOIINH 





To Oradian 
Mountains 


Treasure Chests 


A 

Grattan cJilckerr sandwich 

B 

Silver fox fur 

C 

Staff paper 

D 

Miracul&us medicine 

E 

iron bow<reveal with Me) 

1 

Grande necklace 

Charming Perfnma d! 
charm (locked) 

Imperial stewed hoi pot 

1 

20000 Fol (tated) 


To Oradian Dunes 


MISSION MAP 

0> Item shop 

0 Rico & Rucha 

0 Matilda's house 

0 Weapons shop! 

0 Armor shop 

0 Accessory shop 

' Note: the fottoM/igcsp be found in these 
locations only altar the 'Gustav is missing' 
cutscena with Gina. 

0 Gina 

0 Eugene 

0 Edward 

0 Chamber of Rites (Mfchelte) 

0 Sigmund 
0 Savin 
0 Aya's chambers 
0 King & queen's chambers 
0 Throne room 
0 Baiba gun 

LEGEND 

^0 Wooden Treasure Chest 

Gold Treas u re Chest (Lo eke d) 
m J awe ted Cabinet 
I(j p Inn 
^ Save Point 


Castle: Royal Balcony 



































































MISSION WALKTHROUGH 


:; features a lot of cinematic exposition. Start by taking a little lime to explore the 
•: - 5 establishments, and talk to the citizens wandering through the marketplace 
.: Approach the royal palace's outer gate to trigger a long series of cutscenes 


PRINCESS 
OF FAYEL 


INTERLUDE: FAYEL 


At Iasi you'/e reached the teeming capital ofFayel. This chapter gives you 
the opportunity for some long-awaited supply restocking and eguipment 
upgrades. Get ready fora surprise or two as you explore the city and palace. 


Fayel's town center is a bustling marketplace with a number of shops filled with useful goods. You 
should have a healthy purse by now, so you can go on a shopping spree if you want. But keep in mind 
that you want your party to use its 1C skills to create items and equipment as well. Remember that it s 
always cheaper to make your own stuff from; the mate rials you’ve collected. 


ACTION CHECKLIST ENEMIES 

Nana. 

J * Optional' Shop tor items and equipment upgrades. 

2 * Approach the castle to trigger Edward's rite along with subsequent scenes, 

J * Exit the inn to trigger the next mission, 


NEW SIDE QUESTS AVAILABLE 


PRIVATE EVENTS AVAI LABLE 

















iMintnjinx SVM Minr. NIV1/V 


W ATCH EDWARD'S LUNAR RITE... 
AND MEET THE PRINCESS 


Th= - " !r performs the lunar rite upon Edward. CapeII arrives too late to 
see it,. .and then the princess of Fayel makes her royal appearance. Does 
this look familiar? 





CL- 





After the commotion dies down 
the princess and the emir ha 
what appears to be a somewhat 
barbed father-daughter exchan 
Aya exits, and Sigmund announces 
to his stunned party that they’ll 
set out for the next chain as soon 
as Edward recovers from the rite. 
Now the full party is reunited. 




WATCH THE ROYAL FAMILY SCENE 


Time for one last cutscene. 

That night. Cap el I accidentally 
eavesdrops on a family discussion. 
It seems the princess plans to stick 
with the mission, in spite of her 
father's wishes. When she catches 
Capetl listening in, she takes him 
out on the royal balcony for a chat 
Then Capell the Soother plays his 
flute, and gains some prelude 
notations. 



LEARN ABOUT THE MISSING PET 

When the scene ends, Capell ends up in his room at the Rosy Bear Inn on 
Faye I s main street. When you step outside the inn, you trigger another 
cutscene—a young woman named Gina, thinking Capell is Sigmund, asks 
for help finding Gustav, the princess’s pet crimson bear. Gina can't seem 
to heJp speaking exactly whafs on her mind! 




Now you can chat with locals to pick up some clues. For example, the 
young boy called “Aspiring warrior 1 ' near the city gates says he saw a 
massive bear running really fast out of the city; the Merchant from Halgita 
at the produce stand saw him exit the city too. Then, return and talk to 
Gina once more, giving your report. 


Now, before exiting the city to seek Gustav, you can pick up a new side 
quest and engage in some private event conversations. (See the firs! Faye! 
side quest, 'Blood of Fay el T in Part 4: Side Quests.) 

OPTIONAL: 

TRIGGER3 PRIVATE EVENTS 

There are three distinct private events now available to you in Faye!, AH of 
them take you through the palace’s outer gates, but only two occur within 
the palace itself. 

















Edward in Training 


Go through the outer gates of the royal 
palace, but then turn left before you 
reach the inner gates. Follow the path to 
Edward and talk to him. This triggers a 
quick scene of Edward working hard on 
his swordsmanship. Then dick through 
the conversation between the two. Capell 
is impressed by Edward’s work ethic. 


Hidden Chest 


Proper Oasis Attire? 


Don’t miss the hidden chest in Sigmund’s room in the 
royal palace. Hit it with a refrain of Percipere! 


Enter the Chamber of Rites in the royal palace and talk to 
Michelle. {You can do this while Connected to any of the 
male adult characters as well, but not with Ay a*) Michelle 
asks you about appropriate attire at an oasis. If you choose 
w Sarong t ” you get a small boost in your bond with MichelJe. 
You get a bigger boost if you answer “Swimsuit '\*.and 
bigger still if you answer “Nothing at alb” 


Savio’s Self-Abnegation 


Find Savio in the first floor palace room, left 
side, and talk to him. He explains to Capell 
that he remains fully hooded even in the 
hottest weather as a way to master his 
“inner forces.'* Savin's opinion of Capeli 
goes up after this exchange. 
























MAIN Mlmv WAl Klimoutllt 
























A DAY IN 
THE CITY L 

This short chapter includes the rescue of Ayes pet bear , the addition of a 
new party member along with one new side Quest and the opportunity to 
finish up any quests or private events you didn 1 complete earlier 


RESCUE GUSTAV THE CRIMSON BEAR ifl 

Aya’s pet bear Gustav has run off into the Oradian Dunes. Yes f he f s big 
and tough, but the beast has run into something equally big and tough 
in the desert. Put together a strong party that includes Balhagan (to m 
a nearby cracked rock), and go rescue Gustav l 


ACTION CHECKLIST 

J * Exit Fayel and find Gustav in the 0radian Dunes. 
2 * Defeat the creatures attacking Gustav. 

J * u$e Sal began to smash the nearby cracked rock. 




PRIVATE EVENTS AVAILABLE NEW SIDE QUESTS AVAILABLE 





A DAY IN THE CITY 















































MAIN NfOUY WAl K IMIIOIH|H 



SMASH THE CRACKED ROCK 


You fltei have Balbagan in your party, right? if not, go back to Fayel and 
switch him In. Then find the cracked rock just past where you rescued 
Gustav (at 0 on the map) and use BalbagaiVs Gigatackie to shatter it. Then, 
nab the memoirs of a mercenary from the chest that was behind the rock. 

Retu rn to Fayel. 

Mow you're 
free to take up 

side quests and iSyl 

explore areas of HH| 

the city you may 

have missed 

before. 


TALK TO EUGENE AT THE 
ROSY BEAR INN 


When you're ready to move on, enter the inn to trigger a meeting with 
Eugene. He says the party is moving out to Vssplume Tower tomorrow 
to destroy the Crimson Chain. From this point on. every time you talk to 
Eugene, he asks if you’re ready, if you’ve restocked supplies, upgraded 

equipment, 

SVG r, ' n ' v ^ e re ' an d 

III pr va-e events 


You automatically rest at the inn for the night (replenishing all your stats) 
and awaken refreshed and ready to go. Exit the inn to trigger a cutscene 
of the party's exit from Fayel. Guess who rejoins you? She has a couple of 
- - otectors no w... both of who m ibin the party as we II. 


MISSION WALKTHROUGH 


Time’s a bear out there somewhere in the dunes. Go find him! Exit Faye! 
and immediately veer to the right through ttie nearby rock arch. 

Not far beyond the arch, you trigger a quick cutscene in which the party 
• ids Gustav , .and picks up the help of a tough mercenary named Dominica. 
The help is welcome, because Gustav is standing foe to toe with a powerful 
hill g:gas. Slam into thetellaw quickly with Gutting Gavotte so you can get 
his full attention and earn t!ie Situation Bonus it Gustav isn't hit. 

After this battle, you discover that Dominica and Gustav know each other. 
And she knows Aya too, “I know tote of people,” she says. The scene 
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NEW ALLIES 

This chapter features a single mission that takes you up the treacherous 0radian 
Mountains. You ascend with two parties: Party B takes its own route up, Cfimh 
to a resting point where your parties reunite. Your "new allies ." Gustav and 
Dominica, are now available, though Dominica can only join sub-parties. 


ES3 % 

CLIMB THE O RAD IAN MOUNTAINS 


Start by setting up two parlies for the ascent. Gustav is so big and powerful that he takes up two slots, if you use 
him, remember that he’s Aya's pet. so her presence in the party boosts the bear's stats. (Capeil, Aya, and Gustav 
make a nice trio on Party A.) Remember also that Dominica's Title 1 is "Big 3 is "—she's looking out for Aya too. 
So. like Gustav, she’s a good option in a party that contains Aya. 





Tu Fayel 


Treasure Chests 


A 

Veilow berry powder (locked) 

B 

20,000 Fol 

C 

Dragon hide (oat of reach) 

0 

Musician’s quill (trapped!) 

E 

Memoirs of a thief 



F 

Memoirs of a hunter (out of reach) 


MISSION MAP 

0 Parly A start 
0 Party B start 
0 Boundaries of rocksiide area 
0 Fire gigas! 

0 Boundaries of rockslide area 
0 Rendezvous with Party B 
0 Bio gigas! 

0 Cracked rock 

LEGEND 



Wooden Treasure Glrest 
Gold Treasure Chest (Locked) 
Jeweled Cabinet 
Save Point 









































ACTION CHECKLIST 

X * Fighi your way up the mountain passes, 

2 - Avoid rolling boulders in the rocksiide areas, 

3 * the rendezvous point hallway up to reorganize, 

~f * Conti hoe climbing to the Vesplum a Tpwer gates. 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS AVAILABLE 

None- 


ENEMIES 



MISSION WALKTHROUGH 

Ttre first part of the mission takes you up to a spot about halfway up where 
your two parlies reunite. The climbing is competed by a bevy of tough 
new foes (including the monstrous fire gigas) along with three nasty 
rocksiide passes. 



CLIMB AND FIGHT TO THE 
RENDEZVOUS SPOT 

Your goal here is simple: fight vour way up to the Vespiume Tower gate at 
the top of these Oradian Mouiflttiins. Your second party makes its own way 
up r and does a nice job against monsters in the passes. Get underneath 
the flying roekbeaks when they attack; they're not particularly tough, and 
they’re easy to air juggle. But they can swarm around you, so keep the 
camera rotating so you can spot multiple flying foes hovering in an area. 


BEWARE THE ROCKS LI DE AREAS! 

When you step info rockstide areas—which are clearly marked by brown, 
rocky soil—huge boulders start rolling down the pass, bouncing side to 
side.. These rocks knock down and damage Capell and crew if they make 
contact The only good news is that the boulders do the same damage 
to enemies. In fact IT you lure foes into the path of falling rocks and you 
manage to get five of them killed, you pick up a nice Situation Bonus of 
10,000 EXP. It r s very difficult, though—chances arc good you'll take a lot 
of boulder damage trying to pull off this feat. 



“Wait” at Rockslides 

Assign the “Wart* tactic to your party and let Capell open 
treasure chests in rocksNde areas. 


Your party members aren't too 
good at dodging the rolling rocks, 
so keep them out of rockstide areas 
as much as possible. Try to lure 
enemies out from rocksiide passes 
onto safe green ground, A good 
trick is to issue the “Waif tactic 
command to your party on safe ground, run Capefi up to foes in rocksiide 
areas, then run him back down to lure the enemies down to your party. 



Defeated more than 5 enemies using rocks. 
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BEWARE THE FIRE GIGAS! 

A lumbering fire gigas with 20,000 HP roams in the southeastern canyons. 
As with ail gigas foes, he's very powerful but a tad slow, telegraphing his 
strikes so much that you can use Deflect Drive against them most of the 
time. But if you time your parry wrong, you can suffer a tot of damage. 
Keep out of his range until he strikes, then dash in with Cutting Gavotte 
and a follow-up combo before backing off again. Watch out for annoying 
Lumper mages tossing fireballs at you from the periphery. Go strike them 
down quickly, then return to the big guy. If you do score a parry with 
Deflect Drive 
while the AP 
gauge is above 
the 7 0- mark, use 
the opportunity 
to launch the 
gigas and pul 
him out of 
commission with 
a juggle combo. 

AT THE RENDEZVOUS 

Once you clear the second rockslide area, you reach the rendezvous point 
and trigger a short scene. Here. Sigmund admits privately tD Capell that 
his powers are fading: Capell is now the key to the mission. After their talk, 
Edward has a lev/ choice words for Capell as well. When the scene is over, 
save your game at the save point and proceed onward. 





CONTINUE ON TO THE VESPLUME 
TOWER GATE 

Keep working your way upward. 
One more rockslide pass ties 
directly ahead; in the clearing at 
the top of this deadly pass you 
run into another fire gigas. After 
you eliminate him, look for the 
cracked rock to the west (at © on 
the map). Behind it you'll find a chest holding “memoirs of a thief.' 1 Then, 
proceed up the last pass to the northwest leading to Vesplume Tower, 
where you’re given the option to save your current data. 
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MISSION MAP 

0 Start 
0 Grate-like fence 
© Orb dais (place orb of chaos) 

0 Door unlocked by orb of chaos 
Q - 0 Teleport platforms 
0 Door puzzle (1 globe) 

Q Balcony 
0 Mirror puzzle 
0 Je we led cab met mimic 
0 Ambush \ [fire gigas. Order rangere) 


0 Door puzzle (2 globes) 
HMD Teleport platforms 
0 Meet Aya 
0 Rampart (side view) 

0 Fire gigas! 

© Ambush! [shadow warriors, 
Order rangers) 

0 Mirror p \in\& [to 2 doc ns) 

0 Orb dais [place orb of patience) 
0 Rampart (side view) 


0 Ambush (Order soldiers) 

0 Door puzzle (4 globes) 

© Teleport platform 
0 Genma (rest and resupply) 

0 Teleport platform 
0 Mirror puzzle (to 2 doors) 

0 Door to orb chest 
0 Ramps it (side view) 

© Begin “black orb gauntlet* 

0 Fg rge o rb of re bi rib & gjve to Aya 


0 Door puzzJe (2 globes) 

0 - 0 Teleport platforms 
0 Door puzzle (4 globes) 

0 KronJ 

© Dmitri. Saranda, and Leonid 

LEGEND 

Wooden T reasure Chest 
Jeweled Cabinet 
^ Save Point 




Treasure Chesls 


A 

BJack berry potion 

fi 

\UrscuiDug medicine 

C 

5000 Fol (Silence trap h 




Orb of order 


Qrb iff rebirth fragment 


Poison trap! 


Orb of rabirtb fragment 


Orb of rebirth fragment 


Panacea 


i Fot (Curse lrap[) 












































































HP - 3630 

FOL • 1B0 EXP - 400 


Order Soldier k? 2 


MISSION WALKTHROUGH 


Eugene explains that the tower has three entrances, hul they must be 
opened simultaneously dr else they remain locked, inside, each group 
must find and operate a lever to reach the top hour. Youll face a higher 
level of troops here: Order fighters, rangers, and conjurers. 


REACH THE TOWER’S TOP 


DEFEAT 


This chapter takes you all the way to the Crimson Chain anchored atop ifespiume 
Tower. There you fmd not one. hut two boss enemies waiting tor you, including 
the Dreadknight himself, Leonid, On the way up, you encounter not only hordes 
of minions but a creepy sub-boss capable of wiping out your party on its own. 


The party arrives, and the place is far too quiet. As Dominica says, So they re waiting tor 
us. ,r Vesplume Tower is a vexing maze with various puzzles you must solve in order to 
advance. Some Involve gathering and placing orbs, others call for redirection of light via 
mirrors, and still others require tricky simultaneous strikes on podiums to disable locks. 


EXP * 300 


HP *1500 

FOL* 160 EXP *400 


ACTION CHECKLIST 

jf * Fight your way upward from level to level to the Vesplume Tower roof. 
2 ■ Solve three types of door puzzles to advance. 

J , Defeat Kron the Vicious Eye, a sub-boss, 

4 , Defeat Dm it ri, the Order knight gua rdl ng the Cri mso n C hain . 

C - Defeat Leonid the Dreadknighi. 


ENEMIES 


NEW SIDE QUESTS AVAILABLE 


None. 


PRIVATE EVENTS AVAILABLE 


None. 


HP ■ 20000 

FDL * 400 


HP * 3630 

FOL * 130 EXP * 400 


EXP * SOU 


A PLACE OF 
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C RLAT E YOU R PARTI ES 


FIND THE ORB OF CHAOS 



Sts-splitting your team into three parties: the leaders are already set, 
and Sigmund is in Capell's group. Remember to combine characters that 


enhance each 
other's stats— 
for example, 
put Gustav and 
Dominica in 
Aya 5 s group. 
Party B. 



Time to backtrack. En route, you trigger a quick cutscene of Edward nabbing 
an orb from a chest. Shortly after, a carrier pigeon arrives with the message 
from Edward: "Lord Sigmund, I found an orb." Continue all the way back 
to the grate-like fence [again. Q on the map) near the tower entry to find 
Edward. When you examine him, he hands over the Ll orb of chaos. 



(T> 

H 
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LEVEL 1: FIND THE ORB DAIS 

Capell's group, Party A, moves 
in through the central entrance 
(see 0 on the map): the others 
move through the side doors. 
Eliminate the Order fighters in the 
entry vestibule and move through 
the first jeweled door. You see 
Edward's team fighting its way down a corridor on the other side of a 
grate-like fence (0 on the map). This is where yoult make an important 
exchange with Edward soon. But for now, move on down the half. 

The route is linear: just follow it, but be ready for combat around every 
comer. Keep following the corridor up one staircase, and then down 
another one. Eventually, you reach a fork—the door at the end of the 
great hall down the right fork is locked, so fight your way up the left 
fork staircase. There you discover a dais with a small recession on top. 
Examine it to trigger a short scene: if |ou place the correct orb on the dais, 
the door in the great hall below opens. 





Door Jewels 




tf a door's jewel is pink, the door is impassable. If its jewel is 
blue, the door dissipates when you approach. 


With the orb of chaos now in your inventory, return to the dais and examine 
it to place the orb. The jewel in the door below turns from pink to blue, and 
the doorway “unlocks/ Go downstairs and head through the doorway to 
the teleport platform (0 on the map). Step onto the platform to warp to 
another platform in 
a small corridor with 
a save point in the 
middle. Save your 
game and use the 
teleport platform on 
the tar side to warp 
to the next level of 
the tower. 
































LEVEL 2: DOOR PUZZLE X 1 


SOLVE THE MIRROR PUZZLE. PT. 1 


This route is linear too, so just keep following the hallways. Around the 
first corner you run into a flight of red, bat-tike soulcrushers. Watch out) 
Their bite can inflict the confusion status effect, which moves Capell in the 
opposite direction of your control commands and causes other afflicted 
part 1 / members to attack each other tor a short time. Whack the winged 
menace out of the air and move on. 


Follow the halls until you emerge onto a balcony overlooking a heated 
battle below between Edward's party and a squad of Order foes. You cant 
get down there, so Capell can't help. But if you have a ranged attacker 
in your party, they can join 
in—Michelle's Astro attack, for 
example. Once Edward’s group 
mops up the last foes and moves 
on r you do the same, moving 
through the next door into another 
great hall where Order troops await 
your arrival 

Continue into mirror puzzle room. Here, you find five mirrors and a light 
projector. Each mirror is two-sided and can be rotated. The idea is to use 
the projector to shoot a beam of tight into the pink jewel in the tar door: a 
hit turns the jewel blue, activating the door. To do this, you must align the 
mirrors to create a path for the light beam from the projector, then reflecting 
the beam from mirror to mirror until It hits the door jewel. The correct 
alignment is shown in the screenshot below. Head through the doorway. 




In the next chamber, the door jewel is pink, indicating no passage. Just 
attack the big globe-like stand in the middle of the room—one good hit 
turns the door jewel blue and activates the doorway. Then go on through 
snto the next corridor. (Note: this door puzzle is quite simple, but it's just 
ar introduction to the puzzle type. You'll run into trickier ones as you move 
dirough the tower,) 





BEWARE THE “JEWELED CABINET" 

Next, you reach an intersection. If you turn right, you eventually end up 
in a roomful of Order troops. Stay near the doorway to fight them. The 
reason: the gleaming treasure chest across the room (at © on the map) is 
actually a jeweled cabinet mimic, a brutal beast with 30,000 HP, The mimic 
pops up the moment you approach it. So try to keep your distance and 
clean up the Order fighters and conjurers before you take on the mimic. 

(Or. just skip the mimic entirely.) Re member that mimics can be juggled 
relatively easily. Once you get this one up in the air, you can inflict lots of 
heavy damage without taking hits in return. 







A PLACE OF DEFEAT 























SURVIVE THE AMBUSH! 


Nov/ prepare yourself for an intense ambush. Go back to the intersection 
and proceed north through the doors. This triggers a cutscene in which a 
massive fire gigas suddenly drops into your midst from above. And that's 
not aff—a squad of Order rangers starts raining down arrows on you from 
the balcony above. Fortunately, Edward's party arrives on the balcony as 
well, and starts plowing into the Order troops. 



The key to survival here is to immediately sheathe your sward. No, this Is 
not a joke. If you get locked into a static toe-to-toe slugfest with the gigas, 
the Order rangers can perforate Capell pretty quickly. A better tactic is to 
start running around full speed to avoid the arrows (and the fire gigas) 
until your comrades up on the balcony can wipe out the archers. Once the 
arrows stop flying, pull out your sword and introduce Cutting Gavotte to 
some gigas guts, 

DOOR PUZZLE X 2 



Continue along the passageways to the next chamber, where another 
colony of sou!crusher bats drops onto your party. Wipe them out and 
approach the two globe stands in the middle of the room. To activate the 
exit door, you must hit the globes almost simultaneously. To do so, stand 
between the stands and then unleash your spinning waltz attack. 



Proceed through the door and step onto the teleport platform to warp to 
another connecting hall with a save point. Save your game and step onto 
the opposite platform to teleport up to the tower’s next level. 


LEVEL 3: MEETAYA 

Move down the long corridor until you trigger the cutscene where Ay a 
and her party meets you at another grated fence. Sheathe your sword, 
approach Aya, and press Q to receive three red berry potions and two 
black berry potions from her. 



FIGHT ALONG THE RAMPARTS 



Continue along the corridor and emerge through the door onto a wide 
rampart. Now the camera perspective changes, scrolling sideways along the 
ramparts as you move. You can't see enemies coming either, so be ready. 

Dr re wolves join the Order troops out here. Be sure to fully explore from end 
to end so you don’t miss any treasure chests. Watch out for another fire 
gigas who also climbs up the wall onto the rampart (at © on the map). 


























One of the chests (a/ |Q on the map) at the end of the 
rampart is a Imp, Opening it afflicts anyone nearby 
•with damage and the si fence statu* ejfccL However^ it 
also contains 5000 Fol , so it may be worth it. 




DEFEAT THE SHADOWS 

After you reenter the tower from the ramparts, the first big chamber 
<D on the map) features an enemy squad composed of shadow versions 
of your party and another ring of Order rangers shooting arrows down at 
70 u from the balcony. Use the same tactic as before—run around avoiding 
combat until Edward’s party upstairs defeats the enemy archers. Then 
draw your weapon and focus on wiping out the shadow warriors. 



z THE MIRROR PUZZLE, PT. 2 


ianother light projector and a set of seven mirrors, 
t I - “ v: doors you can open by directing the light beam from 
ewej Again, rotate the mirrors to direct the beams 
-^ - --S re shown here in this guide’s two screenshots. 


The south door lets you continue on through the tower. 



ACQUIRE THE ORB OF PATIENCE 


The next room holds an orb dais. 
But it’s the u dais of patience"—the 
orb of order doesn’t open the 
door when placed on the dais! 

Not only that but your party gets 
locked into the room as well. But 
in a cutscene, Sigmund sends a 
carrier pigeon, and soon Aya arrives to give you the orb you need—the 
orb of patience. She needs the orb of order over on her side, so Capell 
automatically gives it to her. Place the orb of patience in the dais an your 
side to activate the door, then move on to the next area, 

BACK ONTO THE RAMPARTS 
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More side-scrolling action as you move out onto the southwest ramparts 
(at (|> on the map). Again, don’t miss the treasure chests at each end of the 
ramparts—in particular, the two that hold the orb of rebirth fragments (Q 
and Q on the map). Go through the door at the south end of the rampart. 



A PLACE OF DEFEAT 

















MAIN STORY WALKTHROUGH 



SURVIVE THE ORDER AMBUSH 


DOOR PUZZLE X 4 


Don’t Miss Genma! 


Genma waits near the save point in the passage connecting the 
teleport platforms to Levels 3 and 4. Use him to restore all party 
stats to 100 percent and stock up on items. 
























_ 


LEV-. 4 : SOLVE THE 
Ml RROR PUZZLE. PT. 3 




arrival draws immediate attention, so be armed and ready 
12 the Order warriors and one dangerous Order witch in the first 
r-r- : : :*;ed into trie mirror room. Once again, you must open two 
^r r - oc=ois using the projector/mirror setup, and this time, both doors 
: , outside the projector room. But the mirror rotation process is 

the same. Before 
you start adjusting 
mirrors, however, 
go into the ball, 
find the mirror-less 
podium, and then 
use your flute song 
Percipere to reveal 
the mirror. 

5 -_r the whole setup 
cannot be shown in a single 
screenshot, this pair of mini¬ 
raps demonstrates how to 
rotate the mirrors to Open 
^cfo door; 

When you get the first door 
activated, enter that room 
© on the map) and open 
the treasure chest to obtain 
another orb of rebirth 
figment. (You should have 
three fragments now.) Set 
the mirrors to activate the 
second door at the end of 
the corridor and go through 
onto another side-scrolling 
rower rampart section. 


GET PAST THE 

FALLING BOULDER MAGIC 


Head west first to face a new foe, a crystal gargoyle, then score a panacea 
from the nearby treasure chest. Then fight your way east until you reach a 
section (starts at © on the map) lined with four Order witches who seal oft 

the passage on both ends and then 
summon four black magic orbs. 
These orbs generate huge boulders 
that drop onto the rampart and 
inflict heavy damage on your party 
if you move underneath them, 


Meanwhile, Order warriors rush along the rampart to attack you. Two 
solutions here; one is to whack the warriors then just wait until your 
comrades in Aya's party eliminate the witches above. Or you can quickly 
dispatch the warriors, then sheathe CapelFs sword and play the flute song 
Prudentiae before moving across 
the rampart beneath the orbs. This 
song casts a protective magic 
dome over your party! Continue 
east along the rampart to the door 


®(§bQj^(31J32G9 


Don't open the wooden treasure chest at the end of the 
rampart (at Q on the map), ft contains only 1 Fol and 
afflicts alt nearby characters ‘with the citrse status effect^ 
'which slowly drains MR 


FORGE THE ORB OF 
REBIRTH FORAYA 


As you move north, you trigger a scene in which Aya finds an orb dais that 
requires the orb of rebirth. All you have are fragments of this orb. But if 
you have all three fragments (from treasure chests Q, □ and Q: you 

can use Sigmund’s 1C skill to forge 
the pieces together into a complete 
orb. When ft's done, give it to Aya 
and move on north, fighting your 
way into the next puzzle room. 








































DEFEAT KRON! 


LEVEL 5: DOOR PUZZLE X 4 


Entering the 
chamber triggers 
the appearance 
of a creepy 
beast called 
Kron the Vicious 
Eye, Kron is 
accompanied by 
two dire wolves. 
Eliminate doth 

wolves first—they can be a real annoyance if you don’t! Then start circling 
Kron, dashing in to hit with Cutting Gavotte, then running back out of 
range again. 


Kron can stun characters with his ray attack at close range, then teleport 
to a new spot and strike, so don’t spend too much time right in from 
of the big eye. Keep moving to avoid Kron’s various attacks, including 
Paralyzing Gaze. If you stray too far from Kron, beware of Pyrburst or Voit. 
and keep moving laterally to avoid these spells as well. Keep your party's 
healer busy healing everyone: stunned characters may take fearsome 
damage while they’re immobile, especially if either of the dire wolves is 
still roaming the area. If Michelle is present and not preoccupied with 
main healing, Connect with her and cast Astro repeatedly, Aether is the 
only element that does normal damage to Kron—this ocular fiend is half- 
resistant to all other elements save air, which Kron resists completely. 

When the roam is finally cleared, exit north and take the stairs up to the 
tower roof. 


This last door 
puzzle isn't as 
difficult as it 
might seem 
at first. The 
four globes are 
spaced well 
apart in the 
room, but if you 
strike one, you 

learn that it stays active (turns pink) for several seconds before turning 
back to blue. So here’s your strategy: stand next to a globe. Connect to a 
party member, and target a second globe with a Connect action. Launch 
the Connect action, then spin and launch a quick attack at the globe next 
to Capell. Sprint to each of the other two globes and nail them each with a 
quick attack too. You should have just enough time to turn all four globes 
pink, which activates the door. Head north into the next chamber. 


This room has only two globe stands, but they're too far away from each 
other to reach both with a Spinning Waltz attack as in the previous door 
puzzles. But don't worry, you act'Sally have two solutions here. 

First, try this: your first time here, rush quickly into the room and engage 
the three Order witches near the globe stands where they're posted. In the 
wild swinging fight that follows, chances are good that the globes end up 
getting simultaneously struck by weapons, thus activating the far door. 

But if that doesn't happen, you’ll have to set up a simultaneous hit after the 
witches fall. With your sword drawn. Connect to a party member, target 
one of the globes, and use a Connect action to attack it. Immediately after 
triggering the Connect action attack, spin Capell and swing his sword in 
a quick attack on the other globe. The two attacks should strike the two 
globes at about the same time, activating the door. Follow the passage 
beyond to the usual teleport setup, including one last save point before the 
final stretch. 




DOOR PUZZLE X 2 




















Dmitri is a ranged fighter with a powerful bow 
and the ability to teleport away to keep his 
distance from your close*in meiee attacks, 
im him in firing arrows at you; keep zigzagging to avoid taking too 
te minions quickly when they're nearby; otherwise, keep closing the 
► warps from spot to spot. Mote that Eternal Refrain teleports with 
active. 


you reach Dmitri. Open with a good battle skill because he’ll disappear 
(Tip; if you lose track of Dmitri, check the miftimap for his red blip.) Beware the Exopto spell that blurs your vision: eye drops in 
filer this. But note that even when the screen is blurred, you can spot Dmitri's position clearly on the minimap, so rely on that it you 
iso watch out for the arrival of Order warriors as the battle intensifies. Finally, if Eugene's around and not busy healing everyone 
in can be pushed down much more easily. He's extremely vulnerable to earth—Connect with Eugene, activate Symphonic Blade, 
ale having E U g ei1 e cast Geoclaw over and over. Capell's attacks deal out 2.5 times normal damage, same as Geoclaw—which, like 
dr Dmitri even if he teleports! This Order knight won't withstand the barrage of granite for long 


DEFEAT DMITRI AND LEONID! 


> our arrival al the Crimson Chain triggers a cinematic introduction to 
nd the Dread knight, leader of the Order of Chains. He’s accompanied 
;. *he red witch S a ran da, whom you've met before, and an Order knight, 
a teleporting bowmaster named Dmitri, When the action starts, you 
smuld target Dmitri first. Both Aya and Edward arrive in the course or the 
fight, but the bosses have plenty of Order minions arrive on the rooftop 
too—rangers and warriors. 


Defeated Dmitri within 2 minutes. 


r.'s demise keep away from the area where Sigmund is battling Leonid! It you get caught in the midst ot their duel, you can get 
texand take significant damage. 




































After Dmitri tails, ifs time to take the fight to Leonid But Leonid is quite 
powerful, and since there's no Situation Bonus associated with heating him, 
you can just hang back and let Sigmund handle the hoik of the fighting here. 


Leonid falls within seconds Because Sigmund has already inflicted so 
much damage. (Once. Leonid was defeated without Cape!! landing a 
single blow! ) 




Connect with party members who have ranged attacks (like Michelle’s 
Astro: avoid earth or water spells, however, which Leonid half-resists ) 
and use those then slip in some quick slashes and combos when 
Leonid is vulnerable, Which is right after he finishes a special attack The 
Dreadknight usually falls fairly quickly: in fact, sometimes in the battle. 



After the battle, watch the dramatic conclusion of the confrontation 
between the Liberator and the Dreadknight.. .and then the somber 
aftermath. Capell receives Sigmund’s pendant and makes a difficult, fateful 
decision. There are more chains to be cut: the mission must go on. 







































BURDEN 
OF THE 
LIBERATOR 


This is primarily a “mom chapter, it opens with the party's return to Fayet with Capelt in his new role. Then, you trigger a set 
ot cutscenes with various party members as everyone adjusts to the new realities of the mission. 


INTERLUDE: FAYEL 


7j-,0 -Liberator leads his somber party into Faye! and the joyous welcome Of its grateful citizens. He gets a lot of 
helpful" suggestions from the others on his demeanor and behavior as the new Liberator. 


IQS 






MISSION MAP 

(First 7 locations are during Faysi 
night sequence only) 

O Start 

Q Meet Edward 

O Meet Balbsgan 

0 Meet Rico & Riicha 

0 Meet Eugene 

0 Meet Michelle 

0 Meet Aya 

(L ocatfons below aw naxf morning) 

0 Gina 
0 Aya 
0 Gustav 
0 Michelle 
0 Savin 
0 Edward 
© Unlucky woman 
© Dominica 
0 Eugene 
© Rico & Rue ha 
0 Mati I da, forme r adventu r&r 

LEGEND 

|j§( Ion 

A Save Point 


BURDEN OF THE LIBERATOR 











































SUGGESTIONS ON HOW TO PLAY: TIPS ON SETTING SKILLS 


ACTION CHECKLIST 


J * Meal Edward in the palace. 

2 * Wear Baibagan in the street, 

J ■ Meet the twins, Eugene, and Michelle in their rooms at the Rosy Bear Inn, 

4 * So onto the royal balcony to meet Aya, 

5 * OphonaE: The next morning, take on side quests in FayeJ and Bungussiadt. 

NEW SIDE QUESTS AVAILABLE 


MISSION WALKTHROUGH 


After the arrival movie, the 
interlude continues m the 
middle of the night, with Capeff 
waking up restless in his 
palace room. Your task is to 
explore FayeE and see if CapeN’s 
comrades are experiencing 
the same sleeplessness. You 
start out on the staircase in the 
palace, halfway between floors. 


PRIVATE EVENTS AVAILABLE 


MEET EDWARD 


ENEMIES 

Hone. 


Go downstairs to the main floor 
of the palace and approach the 
first room on the right (© on the 
map}. Edward has some pent-up 
anger issues, doesn’t he? After 
the scene, exit the palace into the 
streets of Fayel, 


MEET BALBAGAN 

Everything but the Rosy Boar Inn is closed down forthe night. Before you 
visit the inn, approach Bafbagan (Q on the map) under the great arch that 
leads west to the Oradian Mountains, The mighty man makes an impulsive 
decision to leave the party, Say’fhese first two meetings went really well 
forCapeli, didn’t they? 


Welcome-back to PayeL New that you're in town, take some lime to adjust your full 
party's battle, Connect, and magic skills. Van can find extensive advice on tins in Part 
1: Game Basics & Skiffs but here s a quick distillation ot some of that advice. 

First and foremost assign low-cost skills that can be used repeatedly fo each 
character's battle, Connect, and (if applicable) magic skill slots. If these skiffs 
stun, or launch, or knock down, or otherwise confound the enemy too, that's 
great If they have a large number of hits, even better. This creates a short-list of 
extremely effective skills ihat are bead-and-shoulders above other Qpi>on& Edward's 
Twinstream, tn particular, is fantashc -iwo heavily-damaging hits that execute very 
quickly, with negligible MR cost. Why vrould Edvard use anything else? {Well, his 
Galvanic Strike is excellent too.) 

Other notable skills include Michelle's Astro (area-of-effect darnage and stun, 
exirernejy damaging with a large mirnber of hits at Lv.3 : low MP cost no enemy 
acsorbs ether damage, arguably poumJ-foi-pound the best spell in the game}. Aya s 
Spanwrain (basically s melee Astro, minus the stun), Rico's HydriJJ [low MP cost, 
oosshle freeze effect; decent number al hits), and CapelTs Cutting Gavotte, which 
tosenes special mention yet agarn As stated earlier in the walkthrough, Cutting' 

3: Ait? cneep fust launches with sufficient AF. always works for juggles, combos 
:^to used on heavy roes, and pays lor ;tself land than some) when used in s combo of 
Etem.noer.de Owe -> Gutting Gavotte on foes dial Cape!! can knock down. 


Here are some other notes on individual characters: 

MIcheite can serve your party as both ihe main healer and a serious dealer of heavy 
damage. A good suggestion is to disable every offensive spell on her magic fist 
except Astro. Astro is fantastic and cheap, and should be used repeatedly if you use 
Astro as a staple throughout the game, it should be nearing Lv.3 skill just around 
the time the feeble cape is found, an item that regenerates i % of max MR every 5 
seconds for the wearer—enough MP regeneration to allow Michelle to casl-Astro 
almost infinitely without worrying about her MR ever again. If you turn off all her 
otheroffensftm magic (and some of the earlier healing spells like Levi and Megaiavij 
she II cast Astro on her own. but you -can certainly encourage this by frequently 
Connecting to Michel la and forcing her to recast Astra over and over—unless you 
need her autonomous-heating, of course. 

Eugene is an excellent healer alternative tc Michelle: he can use Safvaand Salvos 
I Michelle cannot, forcing your party ib rely on miraculous medicine for revivals), 
has a few great offensive spells (mainly Geodaw), and teams Astro later on (though 
he'll haw to grind in order to increase his skill.with it to catch up to Michelle, if she’s 
been in play) 


bhuhhi 
























meet RICO and rucha 


MEET AYA 
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Enter the inn and go upstairs. 
Approach the first door on the 
right to trigger a scene with the 
sleeping twins, Rico and Rucha. 
Finally, a word of support Irom 
your teammates... 

MEET EUGENE 


the second door on the right to 
of his days v^ith Sigmund, going 
hack to boyhood.. .and points out 
that Sigmund saw something in 
Cape!I “that goes tar deeper then 
mere resemblance;' 


In the upstairs hall of the inn, approach 
trigger a scene with Eugene. He speaks 




MEET MICHELLE 


In file upstairs hall of the inn, approach the lone door on the left to trigger 
a scene with Michelle. She and Capell take turns passing words of wisdom 
to each other. 



[9l Su(W<es Edward (Twinslreaml Twnslreamf Twircstream!) 
to -3 " Ravaging Raptor for Player Advantage). However, in certain 

during a significant portion of the late game and the Seraphic 
. 0 jg Connected to anyone, becauseyou'N need to quickly play 
ipMlil against powerful enemy attack spells. 



Now you can enter the palace 
and go upstairs onto the royal 
balcony, where you trigger one last 
cutscene, Capell wanders out alone 
to play his flute, and then Aya 
joins him. They discuss Sigmund's 
ideals and resolve to carry on as best they can. You also gain fantasia 
notations after the encounter. 



The scene automatically changes to the next morning as Capell and the 
others (minus Baibagan) gather together and head out into the Oradian 
Dunes, Then it's off to Port Zala. . .wail, after a U-turn back into FayeS for 
some cleanup work r if you want. 




OPTIONAL: GET SOME 
SIDE WORR DONE 


Two new side quests are now available In Fay el. along with two more new 
ones hack in Burgusstadt. So you might want to tackle those now. See 
Part 4: Side Quests for the details. 



* On magi? lists you might want Lo turn off ary Offensive speii that isn't Astro for 
Michelle, or toociaw (and later Astro) for Eugene You could also turn off their 
earliest healing spalls, Levi and Megaievi. the ones that only heal 30 percent per 
►□dividual, in a healed baffle, itis often counterproductive forcharacters to spend 4-7 
seconds positioning and casting a minor cure, when by the :\m Mr cere goes off, 
the target likely look more severe damage. 


fer setting your battle and/or magic skills: 

_^ h ;£ 0 and O battle si- sI d tutting tfavoft 

0 and set 3 situational skill, or one you'd like to 
lc f;iv3 the 20% damage boost lor such a consistent 


a *— _ . - instream, and set 0 to "Node." 


One final tip: you can never have loo many red berry- potions or miraculous -i 

medicine. Another lefiommendatiou Is having a sacrificial doll as one of Ibu 
accessories for every character, instant resurrection is a far better benefit than a +3% 
crillcai hit rate or *5 ATK or whatever other boost you might got out of an accessory 
slot If you're m the middle rrf a rough battle, puff out for a bit and quickly re-equip 
new sacrifice dolls it you have them, because each works only once and Then 
conges-into a hopeless charm. 


r Tno« Th r £at become available (both a! which 
: Ot Brawn as Ns 0 battle skill 

- jc -* O sk!; \ seems SalDagan is better oft just 
|Also, tils MP pool is tow. so even if you 
asr-g tnem consistently in the early going. 


BURDEN OF THE LIBERATOR 



























MISSION MAP 

Q Sian 

Q Rock arch (formerly blocked) 
Q Port entry 


LEGEND 

St Jeweled Cabinet 


m 




'mr 

HT 

( 

r 

r 

I 


* 


ni 



Treasure Chesls 


Memoirs of a knight (oleE 
of reach alop cliff) 
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Port Zala, As you approach 
you can see the Cerulean Chain 
rising Mo the sky. 


NEW SIDE QUESTS AVAILABLE 

None, 

PRIVATE EVENTS AVAILABLE 

None. s » 

ENEMIES 


-10000 

I FPL * 450 EXP * m 


H?* mo 

F0L • 300 EXP * 350 


HP * 2750 

F0L * 250 EXP * 300 



c O 

?] 

HP ■ 1659 

F0L ‘ 100 EXP-150 


MISSION WALKTHROUGH 


As you leave Fayet, put together 
a single party and head, 
north east across the 0 radian 
Dunes. Then, veer north through 
the previously blocked pass. 
Coritmue north until you enter 


CROSS THE DUNES TO PORT ZALA 


TO THE 
PORT 

This chapter features another cross-desert sojourn, this time heading 
north to PortZala.. .a tov/n suffering the wrath of the sea itself or so 
it seems. 


This travel mission takes you to a previously blocked archway, then across 
the northernmost stretch of the 0 radian Dunes and into the waterfront city 
of Port Zala. 


ACTION CHECKLIST 


2 » Exit Fayel into the Oradian Dufies, 
2 * Cross the dunes east. 

2 * Head north to PortZaia. 


mm 


H 


There, you trigger an entrance cutscene—the tov/n has been heavily 
damaged by great waves and its citizens are hurt and panicked. An injured 
citizen blames the tsunamis on the great chain anchored north of town, 
Michelle does what healing she can...and the locals are 
vs that "the Liberator" has come to save them! 
































MAIN STORY WAI KTHROUGh 



DESTROY THE CERULEAN CHAIN! 


With tsunamis coming, logic suggests you shouldn’t take time right now to explore this coastal town—although, 
let's he clear, you can if you want In particular, before you head for the chain you might want to visit the 
shopkeeper at Port Zala's general store to stock up on health items, and then go save your game at the inn. 
Otherwise, head straight for the source of the town's affliction. 




MISSION MAP 

0 General store 

0 Inn 

0 Faina & Leif 

0 Beach path 

0 Niedzjelan £ Cerulean Chain 

0 Rock barrier (protection 
from tsunamis) 

LEGEND 

U} Save Point 


* Note: this first map of Port Isis is 
minims!, pointing out only the fw 
ptsces you might visit before heeding to 
the chain. A more complete map of the 
town is given in the interlude section 
after this mission. 





























ACTION CHECKLIST 

1 . Optional: Stock up an items at Port Zate shops. 

2 * Meet Faina and Lett. 

2 * Follow the beach path to the Zalan Coast. 

4 ■ Conti nn e along the cq ast to th e Ce mlean C hain. 

5 * Defeat Niedzietan and destroy the chain. 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS AVAILABLE 

None. 


ENEMIES 


HP * 1500 

FOL * 150 EXP * 166 


SfonesheH Crab AP 4 


HP * 2000 

FDL * 130 EXP-200 


-62500 
FGL • 2500 EXP • 5660 


MISSION WALKTHROUGH 

Get ready for what is likely your toughest boss fight yet. En route to the CefUtean Chain, you can 
make a couple of optional stops in town—remember, you have the choice to stock up and save 
your gams. But you must make one mandatory stop as well 


MEET FAINA AND LEIF AGAIN 

As you walk toward the waterfront and the beach path that runs north up 
the coast you trigger a meeting with none otl^er than Faina, Capell s ardent 
admirer from Sapram and her young brother Leif, Faina is an itinerant 
peddler of goods now, and her selection is actually quite good, so check 
out her wares. 


The crew sees the chain rolling 


, v MW 

the waters into swirling tornadoes. 


Edward wants to seek high 


Ik ian 

ground, but Capell wants to save 
the villagers and leads the party 
onward. 

m 



DEFEAT NIEDZ1EIAN AND 



TAKE THE BEACH PATH 
TO THE COAST 


V: ,v head north along the beach 
-Tied with wreckage from the 
3 /iTii past the twins and Gustav 
3 tc -■ ward the big cliffs; you see 
Ti? ran nsing to the moon behind 
- ^ ■ ‘--j going until you reach the 
I :.ast to trigger a cutscene 



DESTROY THE CERULEAN CHAIN 



Continue west along the path until you finally encounter Niedzielan and the 
Cerulean Chain. This is slightly different than previous boss battles in that 

you must not 
only defeat the 
Order knight 
but also smash 
the chain in the 
course of the 
fight. 


STORMY SEAS 


























As usual, the boss has minions. Beware the annoying stoneshell crafts and gremlinfish that attack as you move through the area, Theyre fairly weak, 
so take a few seconds to whack them into oblivion The whole process is much easier if fewer minions are harassing you. 


*SITUA TION BONUSh 


After the fight one Jast monstrous wave knocks Capell tor a loop. But he 
wakes up a hero,. and Edward isn’t too happy about it. 


Destroyed all barricades 


recovery! 




So here's the trick; your attacks eventually stun Niedzielan, temporary. When stunned, he slumps, his power 
ebbs, and the force fieid around the chain dissipates. At this point, you can start smashing through the chain s 
armor crystals. But when Niedzielsn recovers from being stunned, his power surge rebuilds the force field, 
knocking you away from the chain. 


But here's another trick, one that can earn you a hefty Situation Bonus 
The Cerulean Chain unleashes occasional tsunamis that crash onto the 
beach, knocking down every exposed member of your party. The key 
word here is exposed”—rock formations on the beach can provide 
protection, letting you can ride out the wave without being knocked 
down. You get warnings about each tsunami’s arrival—the wave rises in 
the distance, the water on the beach starts to recede faster (sucking you out if you’re not careful), your controller starts vibrating, and then one of your 
party members calls out that a tsunami is coming. When these signs occur, hustle behind one of the rock barriers on the high part of the beach. If you 
make it in time, Capeil stays on his feet as the great wave sweeps through. 


The key to this battle is knowing the sequence of events. First, note that Niedzielan and the Cerulean Chain 
have a powerful symbiotic relationship, feeding off each other's energy. You cannot win this fight simply by 
attacking Niedzielan; the Order knight is unbeatable as long as the chain is still intact. The chain has two layers 
of protection: (1) an impenetrable force field fed by Niedzielams own power, and (2) a coating of armor crystals 
that can be smashed once the force field Es down. 


You must then go and stun the Order knight again and repeat the 
process until the chain’s crystal armor Is smashed, at which point 
Niedzielan finally falls. This triggers a cutscsne of Cape!! delivering the 
final blow to the chain itself. Niedzielan takes excessive damage from 
earth attacks, so Connect with Eugene, activate Symphonic Blade, then 
attack with Capell while casting Geoclaw to expedite the battle. Avoid 
using water spells, which the Order knight simply resists. 






































Item Bags 


ihs Cmijm Chain is mmy&J 


| Str^nge-coJoTHd tag 


I Dentures 


I Wooden bn* 


Pi ece of wood 


f 

Doll 

0 

fettered ndebook 


R Bouquet 
Vasa 

™ 


To Qradlan Dunes 


MISSION MAP 

0 Inn (Savio) 

Q M ayoPs ho u se {Mayo rs wi I e) 
0 General store fEugene) 

0 Bar (waitress. Martin, fisherman) 
0 House (Aya, Dominica) 

0 Toothless old man 
0 Michelle 

0 Faina & Leif (item sellers) 

0 Rico. Rucha, Gustav 
0 Lost doc 
0 Edward 

0 Rsh wareho use (Ivan) 

LEGEND 

1^0 Wooden Treasure Chest 

Gold Treasure Chest i Locked) 
jeweled Cabinet 
^ Save Point 


Treasure Chests 


Memoirs of a warrior tout of 
reach tn wafer) 

15000 Fol (locked) 

Premium KarattiM (locked 
and hidden: reveal with Bute) 

Zala rock salt 

Musician's quail 

Zala rock salt 

Sliced fish 

Sliced deviant fish 

Sliced salmon 

SI lead deviant fish 

Ftsh (in 

Rsh fin 

Sliced fish 


CONFLICT 


This chapter tets you explore PortZala^ a town full of grateful residents with 
a few mors to ask You also see some fractures forming in the party— 
hence the chapter title , The first time you enter the town s inn after smashing 
the chain, you trigger a party meeting that airs out a few grievances. 


INTERLUDE: PORT ZALA 


Mow that the tsunamis have stopped, you 
conversations with your party. 


can wander around town 


looking tor treasure, side quests, and private 




Zalan Coast 
































































MAIN STORY W 






PRIVATE EVENTS AVAILABLE 


MISSION WALKTHROUGH 

Again, this is a timeior exploration and side quests The tsunamis have 
washed around a fot qI debris; many townsfolk are looking for lost items. 
Help people find stuftand pick up some nice rewards in the process. See 
the Port Zala section in Part 4: Side Quests tor details. 


ACTION CHECKLIST 

J » Optional : Take on side quests and private everts. 

2 * Enter the inn to trigger a scene. 

J * Go find Edward on the dock. 

$ p Take the sh ip t o Kolton. 

NEW SIDE QUESTS AVAILABLE 

In Port Zaia: 


In Burgusstadt: 


ENEMIES 

Nana. 


•* *#* 



GOTO THE INN 

The first time you enter the inn after destroying the Cerulean Chain! you 
trigger a cutscene in which Edward and the other party members disagree on 
fundamental issues of leadership. Edward leaves and Capeil goes after him. 














The Stray Dog 


Go to the beach area and Connect to Rico, then go talk to the 
dog standing near the seawall to find out that he’s lost. By 
doing this, Capell improves his relationship with Rtco, Rucha, 
and Gustav, 


First Ocean Visit 


Go to the beach area and talk to Rucha. 
You leam that this is her first-ever visit to 
the ocean, and she : s full of questions and 
theories about it. 


TALK TO OTHER FOLKS 


GO FIND EDWARD 


Exit die inn to trigger one more cutscene. As Capell steps outside, he 
notices that a large sailing vessel has just arrived at the dock. This is the 
sup slated to 
tska you to your 
seti destination, 

Kotton. 

■rerevsr you’re 
istiy to leave 


After the inn meeting, head east toward the dock at the east end of 
town to trigger an encounter between Capell and Edward. You hear the 
story of how Edward first met Sigmund., and you see his anger issues. 
Afterwards, Aya joins Capell and 
notices some odd changes in the 
moon. Following this exchange, 
you end up back in the inn. 


_■ t :;t■ - .e private events and five side quests around PortZala. 
asc g?- The :m you need from the PortZala bar to complete 
$ oe sues! "Zalacrest Wine / 1 which (when completed) 
Ej^^B^Eirtsr Bufy^ssradt side quest.Multi-Stem Exchange.” 


* 
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© Reeling in the Catch 


Find Michelle in the alley between 
the inn and the general store. 
Connect to Michelle, then enter 
the general store and talk to 
Eugene. He s s thinking about 
going fishing. Michelle finds the 
idea interesting,..but she has a 
different kind of fishing in mind. 


© Gustav the Cub 


Enter the house nearest 
the town’s exit to the 
Oradian Dunes and 
Connect with Dominica. 
Then head to the beach 
area and "‘talk’' to 
Gustav, who Is actually 
asleep. Dominica tells 
Capell about the bear*? 
younger days, and his 
devotion to Aya. 


Tsunami’s Aftermath 


Enter the inn and Connect with Savin. Head to the local bar and 
talk to the “Fisherman” standing by himself over on the east 
side of the room. The poor follow's livelihood was almost Wiped 
out by the tsunami. Gut Savio predicts better days ahead. 
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SHIP OUT FORKOLTON 

When youTe ready to move on to the next mission, go to the dock and talk 
to the "Town-loving fisherman" who stands by the ship. He asks if you r re 
leaving for Kolton. if you're ready to go, simply answer "Yes" to trigger 
your journey to the snowy city. 



















' ISSION WALKTHROUGH 


me cdtscene that Capefl’s flute 
* reveals the monster to the 
toe party As toe tutorial page on 
- Enemies 1 * explains, this is toe 
3 uf strategy in this tight. 


DEFEAT THE INVISIBLE ENEMY! 


MISSION MAP 

0 Mysterious fas 

ACTION CHECKLIST 

2 * Play Pfifcipere to reveal The invisible enemy, 

2 - Let your party defeat tha foe. 

NEW SIDE QUESTS AVAILABLE 

Mono. 

PRIVATE EVENTS AVAILABLE 

Mona. 


ENEMIES 


HP **> 
F0L ■ ? 


EXP-? 


Holton is frigid and beautiful, but something's wrong here. The 
party finds shattered statues and other signs of recent violence. 
Soon they come upon a monster that’s menacing civilians—a 
monster who can't be seen by anyone but Cupel!! 


rvv 

























After the battle, the citizens of Kolton greet “Sigmund the Liberator" 
and provide moms for the party. Meanwhile, Edward discovers that his 

iunagJyph seems attracted to 
the mysterious monster he just 
defeated. Later, Capell and Aya 
have their first encounter with 
"lunar rain." 


Mot long after that, Edward comes 
down with a strange affliction...one 
that doesn't respond to the heating 
efforts of either Michelle or Eugene. 
A kid named Vic (the one you saved 
from the mysterious foe) knows 
of a healer in Halgita who might 
help. He says he can get you there, 
no probfem, and joins your party. 
Edward and Michelle (decide to stay 
behind with Edward) leave the party 
for now. 


DEFEAT THE MYSTERIOUS FOE 


Defeated the mysterious foe within 1 minute. 


This is a simple fight Just play Percipere and keep the invisible foe within 
the radius of the song's influence, so that your comrades can see him. If 
your party is at good levels (mid 
to fate 20’s at least) they should 
defeat the foe quickly, earning the 
Situation Bonus for beating the 
mysterious foe within one minute. 































BEDRIDDEN 

Witt Edward attic ted by a mysterious, seemingly incurable ailment the team decides 
to take Vic's word that healers can be found in Haigita. Before you venture out into the 
Cohasna Timberfands headed forHalgita, you should fully explore Kolton. 


MISSION MAP 

0- Inn: Ground Level (Vic) 

Q Edward & Michelle 
0 Ava 
0 Dominica 

0 Tele port io Co hasna Tim berlands 
0 General shop 
0 Eugene 
0 Locked gate 
0 Sea trans po rt (a Lit of se rvice) 

© The Emporium (Savto) 

0 Bar: Ground Level (barkeeper) 
© Greg 
© Rico & Rucha 
0 House (Si mo ms grandparents) 
© Church: Upper Level 
© Church: Main Level 
© Gustav 

© H ouse (sen i o r ap prentice, 
master confectioner) 

LEGEND 

0 Wooden Treasure Chest 

Gold Treasure Chest (Locked) 
Jeweled Cabinet 
I Inn 

A Save Point 


INTERLUDE: KOLTON 


Take some time to shop and explore the chilly city of Kolton. Your first visit here unlocks three new side quests 
and several private everts as well. And your new buddy Vic adds a veiy useful new skill to the party, you definitely 
want to take advantage of it. 


Treasure Chests 


A 

KqUoo ijmff et 

B 

Lux sandate 

D 

Sacriifttsas doll 

O 

10.000 Foil 

E 

SJtamsftir 

F 

Ifetettes diary 


o 


mr 




































Get some things done here in Kolton before you head oft to Haigita via the 
Cobasrm Timberfands. 


MISSION WALKTHROUGH 


ACTION CHECKLIST 

1 ■ Optional: Take up side quests and trigger private events. 

2 " hse Vrc to open the lac ked ire as u re che st n ear the church. 

3 < Exit Koiton into the Cobasna TimberEends. 

NEW SIDE QUESTS AVAILABLE 


ENEMIES 

None. 


PRIVATE EVENTS AVAILABLE 


Snow Foiry 


Unfortunately, you can't leave Kolton for Port Zala and backtrack to other 
locked chests yet ship transport is unavailable right now. But later, after you 
return from Haigita, you can go back to previous locations and use Vic to pick 
all the locked chests you couldrvi open before—especially all those chests 
inside towns where you couldn't even draw your sword to smash them open. 


TRY OUT VIC'S TRAPMASTER'’ SKILL 


Vic has a personal skilt called 
Trap master that lets him pick the 
locks on locked treasure chests. 

He can also open trapped chests 
without triggering the trap. So 
from now on. whenever you have 
Vic in your Party A group, make 
sure you Connect to him before opening any treasure chest. 


An example of 
the great value 
his skill brings 
to your party is 
up in the north 
part of Kolton. 
Connect to Vic 
and find the 
locked chest at 

the end of a small walkway near the church entrance (see Q on the map). 
Vic opens it and nabs a sweet 10,000 Fol for your party. 






















Gustav's Secret 


Find Rico on the westernmost street of Kotton and Connect to 
him. Head to Kotton's northeast courtyard, the area directly east 
of the church, and talk to Gustav, The bear shares secrets about 
Aya with Rico, but Rico won’t pass them along to CapetL 


Climb to the upstairs room at the KoJton inn and Connect 
*-ilh Aya, then exit the inn. This triggers a cutseene—Aya, 
-sesmerized by the falling snow's beauty, slips and falls. Then 
she demands to know if Capelt i£ saw that. * You have 
a choice of three answers. The answer that gives 
you the best overall results in terms Of CapelPs 
relationship with Aya is: “Sorry, I fust missed It." 


Qimb the stairs to the upper level of the Kolton inn and find 
Dominica outside on the balcony, Connect to her. then exit the 
mn. Work your way around KoltorVs ring to find Rucha (with Rico, 
of course! m the westernmost part of town. Still Connected, 
talk to Rucha io trigger a cutscene in which Rucha exults in the 
falling snow. 


TELEPORT TO THE COBASNATIMBERLANDS 


*Kj- : _sness is completed in Kolton, exit me city via the east gates and continue all the 
m “€ circular platform. Step aboard to q&t teleported into the lush wilderness of the 
:::rr mberlands, 


OPTIONAL: DO THE QUESTS AND PRIVATE EVENTS 

Three new side quests and four private events are available now in Kolton, with more to come later. Take care 
of this optional business before you leave town. 


Michelle and Edward 


Enter the inn and find 
Michelle watching over the 
stricken Edward in the back 
room on the main level ( 1 on 
the map!. Talk to Michelle. She 
plans to stay and watch over 
Edward while the rest of your 
party heads off to HaJgita 
looking for help. 


bedridden 













To Halgita 


TRAVERSE COBASNATO EiALGITA 


The Cobasna Timberlands features heavily-wooded terrain and a number of trails blocked by a teleporting mist 
Stepping into this mist warps your entire party to new locations in the forest, so it helps to know exactly where 
each patch of mist sends you. For this first crossing, however, just follow Vic. He knows exactly where he r s going, 
and he leads you directly to Halgita, You'll find the rest of the forest mapped out in detail lor you later. 


MISSION MAP 

Q Tele port to,dram Kolton 
Q Entrance to Halgita 


Treasure Cftesl 

[ Mai us wood [trapparfi] 


LEGEND 

-► Vic' s route to Ha Egita 

M10m Teleporting Mist 


MISSION WALKTHROUGH 

Stan by appointing two parties, with Vic leading Party 6. You arrive via 
s teleport platform on the west edge ol the forest. Your goal is to work 
your way east for awhife, then south to Halgita. 


ACTION 

CHECKLIST 

J - Fallow Vic to Hafgiia 
2 ■ inter the city when you arrive, 

NEW SIDE 

QUESTS 

AVAILABLE 

None. 

PRIVATE EVENTS 
AVAILABLE 

None 


ENEMIES 


HP ■ 3000 


F0L * 270 




HP - 1317Q 

FQL - 350 


HP - 5000 


FDL * 200 


Breen Drogo Warrior^ 5 


EXP - 550 


Green Drogo Chief 5 


EXP ■ 1000 


Killer Wasp AP 1 


EXP • 400 


To Kalton 










































Green Drogo Warrior 

® 6000 @ 550 

like Order soldiers and the Lumper denizens before them, 
Orogos are another variety of humanoid enemies. Drogos are 
a little stouter than those others, however they re harder to 


FOLLOW VIC TO HALGITA 


Again, Vic knows the way, so just follow him and his group. Be ready 
for killer wasps and hostile jungle folk known as the Drogo. Note the 
gently falling lunar rain and the effect it seems to have on various party 
members— in particular, the ones 
who have lunagfyphs. Everybody 
feels great! But what's up with 
those glowing wings that seem to 
be growing on people’s backs? 


Note that lunar rain doesn’t fall in certain parts of the forest, and if 
you spend some time in these areas, the glowing wings dissipate and 
eventually disappear. So there's an obvious, direct correlation between the 
rain and the wings. 



Galloping 


(SWGlBGS 



A huge' beast called the ertbros gallop^in circles through 
the arm where you must travel You rant fight it yet, but 


launch or knock down, they tend to travel in tighter packs, and 
they have more threatening close-range attacks. But fortunately 
tor Capell and the rest of the group f they f re extemety vulnerable 
to the earth element If Eugenes along, fire up Symphonic Blade 
while Connected before attacking, white commanding Eugene 
to hack Capell with earth spelts. Drogos cannot withstand this 
assault for long. 



if you get in its way, it can unfortunately trample you 


and inflict damage. Get out! of its way l 
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DON'T OPEN THE CHEST 


You come upon only one treasure chest as you follow Vic to Halgita, It 
happens to be a trap, but you can't Connect to Vic here, since he’s the head 
of Party B. You can open this chest and just take the damage, or leave it for 
later when you can put Vic in your party and use his Trapmaster skill. 


WOID THE MIST! 


-:st that blocks some of the forest traits. Vic warns 
t d storied" If you approach. Stepping into the mist 




BEDRIDDEN 























M«fi STORY WAIKTHROUQH 




Treasure Chests 


Panacea 

Silk shawl (reveal with 
, P&rcjpere} 

Ebony wood 

Miraculous medians 

Karattios wffcttrand 
[upstairs cm balcony, 
locked] 

Sacrificial doll (locked) 

Staff 

Males wood 

Black berry pollan 

Malus wood (locked} 

Slack berry portion 

Mireulous medicine 
(tacked) 

5000 Ftu- (locked) 


Bishop staff [ups-airs m 
balcony: locked i 


To the Cobasna Timberlands 


INTERLUDE: HALGITA 


LEGEND 


WocKJen Treasure Chest 
Gold Treasure Chest (Locked) 
' Jeweled Cabinet 


* r 


Start by paying a courtesy visit to Svaia. Empress of Halgita. {This is well worth the time.) Afterwards, poor Capell 
meets some of Sigmund's friends, then Vic brings the information you need regarding Edwards mysterious 
disease. Now you can spend some time exploring and shopping in the great city 


MISSION MAP 


0 Gustav 

o 

0 Savio 

o 

0 Eugene 

o 

0 Materials shop 

© 

0 Elevator: IF 

© 

0 Elevator: 2F 

© 


Elevator 3F 

© 

Weapon shop 

Throne room 

© 

Armor shop 

Aya 

© 

Rucha 

Vic 

© 

Rico 

Item shop 

© 

Dominica 

Accessory shop 

© 

Royal chambers 


Halgita Imperial Palace: Floor IF 


Temple ol Veros 


Floor 2F 


Floor 3F 

































































ACTION CHECKLIST 

J * Go io the throne room to meet Empress Svala. 

2 ■ Meet To u ma and Komac hi. 

2 * Learn about the healer in the Timberlarsds from Vtc. 

^ ■ Optional: Explore with Vic. shop to upgrade equipment and trigger private lw,re? 

events. 

5 ■ Exit Hale ita into the Cobasna Timber lands to seek the heater. 

PRIVATE EVENTS AVAILABLE 

Mole: all five events are available only after the meeting with Empress Svala and the subsequent cutscenes. 


NEW SIDE QUESTS AVAILABLE 

None. 

ENEMIES 
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* 



MISSION WALKTHROUGH 

Eugene tells you to follow him to the throne room. It s a good idea to do so right 
away. because yon get a reward from the empress that gives you a lot of buying 
power afterwards down in the Halgita marketplace. Meanwhile, Vic promises to 
dig up information, which is his specialty. 



I 


GO TO THE THRONE ROOM 

f e/ator is just down the corridor to the right from the entrance hall. 
_u re elevator controls to ride up to floor 3F. V/hen you arrive, exit 
Te car and head left past the staircase to the big doors guarded by two 
- : : Approach them to trigger the movie of Gapell's meeting with 

LMprccT Svala of Haig ita. 



— ■ -;r fchains have been destroyed and thanks 
-- - : t ■ ser, ce. ^ord Sigmund" (Cap ell) tells her 
if : needs help fast. She bestows a gift... 

Us : r s--= "deed—it's a chest with 100.000 Pel 

rv.o of Sigmund’s friends, Touma and 



BEDRIDDEN 













MAIMSTORY WWKIMU0LK1M 




- 






A Different Culture 


Find Aya fay the item shop in the marketplace 
area and talk to her. She marvels at Halgita^s 
size and diversity. 


A Second Home 


EXPLORE HALGITA WITH VIC 

Mow take some time to explore the three levels of the Halgita royal palace, 
and then spend some of your windfall in the Halgita marketplace. Be sure 
to Connect with Vic before you set off. Six locked treasure chests are 
stored in the area, and Vic can pick them open with ease. One locked chest 
in a private chamber up on floor 3F holds another 5 3 00Q Foil 

After you plunder the chests of Halgita. talk to your compatriots to trigger 
some private events too. All five available are outlined below. Remember 
that private events can increase CapelTs bond with various parly members. 


Enter the Temple of Veros on 
floor IF Of the palace and talk 
to Eugene. He reveals ht$ actual 
profession, and tells Capet! about his 
first meeting with Sigmund. 




Before you head off to explore, you gel one last cutscene. In the Halgita 
inn. Vic reports that he’s learned of a healer who cured someone with an 
illness like Edward's. The fellow lives deep in the Cobasna Timberlands. 













g A Sage’s Solitude 


Talk to Savno in the Halgita inn on floor IF of the palace 
You get a dialogue choice, but it has the same 
effect either way, so make any selection. You 4 

could tell Savio he sounds like a sage, but the 
seer actually has a sense of humor, so you can 
also call him an “old man" if you want 


with her. Take 
ice entry hail. Find and 
Talk" to Gustav. The 
bear is actually napping, 
so watch the scene in 
which Dominica talks 
about Gustav's deep 
attachment to Aya, 


3) Rico and His Veggies 

Connect to Rico at the bottom of the Halgita 
marketplace area and go talk to Rocha, who is in 
the llrsl house on your left as you head up the 

> stairs. You learn Rico hales vegetables, and his 
sister wants him to try some new recipes. This 
unlocks Rico's "Fish Lover 1 palate. 


HEAD INTO THE 
TIMBERIANDS 

Time to help Edward by finding 
the rumored healer out in the 
wild forest. Exit Halgita into the 
Cobasna Timber lands. 




























To Kolton 


MISSION MAPS 

0 Start 

0 Den of the orthros 
0 Wa3k into mist 
0 Walk into mist 


LtGEND 

T e I Bport Route 
Teleporting Mist 
Route to Kiriya’s Hot 


^ Gold Treasure Chest (Locked) 
0| Wooden Treasure Chest 
0| Jeweled Cabinet 


Treasure Chests 


A 

Mains wood (trap! i 

B 

Ebony wood 

C 

huswDOd (lacked) 


iunfe (trap!) 


Sonata notations (locked i 


Lovebird tool of reacti) 


Memoirs of an alchemist 

























THROUGH 
THE JUNGLE 

Somewhere in the deepest g fades of the Copasna Timber tends, a great heater is 
rumored to live in seclusion. The trek to his hut is tong r wilding, dangerous, and 
blocked at one point by a great monster of the woods. But there's a trick to staying on 
the correct path without getting sidetracked by the space-warping Cobasna mists. 


FIND THE HEALER’S HUT 

it's a long haul through the maddening maze of the forest and it T s easy to 
get lost or frustrated by the mists. But there's a map in this guide for you, 
along with a killer tip that lets you reach the hut even without a map. One 
other lip: Eugene's Geoclaw is a great CS and battle skill to have active in 
your parti', especially since Edward's vaunted Twinstream is bedridden 
n ght now. It's also good to have Vic on your crew for lock picking. 



ACTION CHECKLIST 

1 - Follow the white sparks that mark the correct path a; each intersection. 

2 ■ Defeat the orthros. 

j * Fmd and enter the healer’s hut. 

N E W SIDE QU ESTS AW LA B L E 

|m 

PRIVATE EVENTS AVAILABLE 


ENEMIES 



EXP * 400 


77 


- 

- 

•ar i 

HP * 13170 

FOL * 290 EXP * 700 




Green Drop Chief W 


HP *13170 

FGL * 350 EXP *1000 


5 



Tequilo 


HP * 13170 
FQL * 300 


AP3 


EXP *620 



Orthros 


HP * 70000 
F0L • 2m 



exp * siao 



MISSION WALKTHROUGH 


ur Tnple-A travel secret: eveiy time you come to a frail 
oak for a shower of white sparks rising from the ground at 
r one of the baits leading away from the inlersectioiT These 
irk tne direction you should take, (Its such a neat trick that 
waited out in a tip box just to make sure you don't miss it ) 
ru y though—the falling lunar rain sometimes obscures the 
the mar rain is yellow and falls down, whereas the trail- 
OS 'S are white and rise upward 






























Follow the White Sparks 


Whenever ymi come to a trail crossing while seeking the 
healer's hut in the Cobasna Timberiands, follow the trail 
marked by rising white sparks. 




Killer 


Kilter wasps travel in trios and can Inflict stench, which attracts 
even mure wasps. You can allo w this to happen intentionally if 
you’d like to gain easy battle skill levels, items. EXP r and FoL 
Wasps are extremely weak to fire, so let Ruche cut loose if 
she 's around and keep Symphonic Blade active with Aya. The 
mamtragoras in this area also burn easily. 



USE THE MIST TO YOUR 
ADVANTAGE 


DE FEAT TH E O RTH ROS 

When you reach the clearing market) on the map as G you trigger the 
appearance of the orthros, a galloping monster you may have encountered 
briefly on your first sojourn across Copasna to .Hafglta. He’s a horrible 
beast, with fire^spewing serpents sprouting from his back, and he seals 
off his ,J derf so you cannot escape. Here's where Eugene’s Geoclaw 
combined with Cape I Is Cutting Gavotte can work wonders against a heavy 
opponent, Hy drill and Hydra In, which the orthros is weak to T work even 
better. Exploit these spells ff you have Rico along, and keep your distance 
to avoid the serpents' spinning fire attacks. 



South of the Orthros 

After you defeat the orthros. you can head south to nab a 
couple of treasure chests. Each one sits near a barrier of 
teleporting mist, so approach them carefully. 


When the orthros has been dispatched, its den reopens and you can move 
on. Follow the white sparks east, then veer left heading north. At the next 
intersection, the white sparks appear to lead you astray, sending you west 
and then directly into a shroud of 


mist! But guess what? You actually 
want to teleport this time. Step 
into the mist (at ® on the map) to 
warp east into a clearing. 




This clearing has three exits, and all three are blocked by mist shrouds. 
But Just follow the white sparks: this time they lead you into the mist 
harrier to the south. You teleport again and end up north of the last mist 
barrier. The white sparks ahead of you lead you north to a stream, which 
triggers a cutseene {although you can find a treasure chest if you head 
south first). 






















"be cutscene is Interesting—Cape!I and Vic hop rocks across the stream 
ivtiita Vic reveals a bit ot his past. Suddenly, he slips and Capell lunges 
to catch him. After the grab . 

Capeti lets Vic go and mutters, 

‘Something's not right/' Then 
. screams, pushes Cape! I into 
re stream, and starts hollering. 

-^mm , .vvhafs that all about? 



This leads right into another 
cutscene in which we see Komachi, 
the friend of Sigmund we met 
briefly back at Halgita. At the 
behest of Toiima f she’s tailing the 
party to protect E 'the Liberator." 



FIND THE HEALER’S HUT 




O 13170 @ 15700 


These plant nymphs present themselves as harmless foliage, but if you wander loo close, 
theyll get the jump on you with ShrWshriek, a multi-hit attack that can defeat characters 
outright if you 're not careful Use ranged skiffs to gain a Player Advantage on them , 

\ x rotising thsm from their slumber and avoiding a surprise ShrWshriek. Defeat them as 
X usuifrafter leading oft ; peppering them with fire magic if available. 


From here you just follow the trail almost due north. Another cutscene 
shows how the lunar rain is raising spirits; Aya even calls it a “blessing.* 1 But 
Capell watches as the local vegetation does some pretty strange things. 


Continue north, plucking the various herbs and berries that you find along 
the frail. Eventually, you reach a hut with a save point. Approach the door 
to trigger a scene. 


T 





THROUGH THEJUNGLE 














HMM STORY WALK1IIRQU&M 



MISSION MAPS 


LEGEND 

— ■ » > Teleport Route 
■ liiW i i'. Teleporting Mist 


(Q Cracked rock 
0 Iron chest mimici 
0 - ft Cracked rocks 


Jeweled Cabinet 


Treasure Chests 


A 

Ms! us. wcad 

8 

Siaff paper 


Ebony wood 
(reveal vwtt Percipene] 

C 


D 

G Did chg-nmaii 































TRUTH 

BEHIND 

LUNAGLYPHS 


ms chapter introduces a great heater and scholar. Kiriya. young but wise beyond his years. >ls the chapter title 
indicates. Kiriya is an expert on the true nature of lumglyphs and lunar power. This new knowledge puts the 
beauty and exhilaration of the lunar rainfall into a new perspective. 



GET THE ELIXIR CURE TO EDWARD 


i - - 3 - ■ 5BT !aJ Kiriya emerges from the jungle hut. He seems to 

ea s- : ; Kinyacalls Edward's illness a "glyph disease" and 

i*- = sosc-a elixir called Lunytol that can suppress lunar power. 

. .• - j-aglyphs and “vermification * a stale in which a 
med hy too much lunar power. Kiriya describes it as 
^ into a JMng monster.” 



action checklist 

j . to earn more about the nature of lunar power. 

7 . 5te*Tt sq (Cotton 


ENEMIES 



Qreen Drego Chief AP 5 


HP * 13170 

FOL - 350 


EXP * 1000 



THUTH BEHIND THE LUNAGLYPHS 
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MISSION WALKTHROUGH 


You must get the Lunytol elixir back to Edward in Kolton. As the team prepares to head back to Hafgita, Savio and Kiriya speak of someone named Held 
who has joined the Order of Chains. Then Savto convinces Kirtya to join the party on their journey h&ck. 


OPTIONAL: EXPLORE BEYOND K1R1YAS HUT 


Now control returns to you. If you have Gustav in your party, you can continue north past 
Kiriya's hut and use the bear's Explosive Ride to smash through a trio of cracked rocks. (If you 
don't have Gustav in Party A now, just come back later when you do.) This provides access to 
areas with more herbs and four treasure chests, including one that contains gold chainmail. 

Careful, though—the first “treasure chest" you find (right after the first cracked rock) turns out 
to be a powerful and very hostile iron chest mimic. 


HEAD BACK TO KOLTON 


Refer to the map for the route from Kmya 5 s hut back to Kolton. 
Use mist to make one teleport jump as you head south from 
the hut, then zigzag your way west to the teleport platform that 
takes you back to Kolton, 











VERIFICATION 



The party returns to find Kolton in a state of general panic. Citizens are 
fleeing through the city gatest Michelle appears and reports that Edward 
has vermtfied and gone on a rampage. Is it too late for the iunytol elm? 


HALT EDWARD’S VERMIFORM 

This is a fast-moving mission, Edward is in the advanced stages of vermification. His vermiform seh is very 
powerful, highly mobile, and like the first vermified monster you faced, invisible too. Capel! must keep him In 
everyone's sight with his Percipere flute tune. 




ACTION 

CHECKLIST 

1 * Play Pencipere to keep Edward 

visible to your party. 

2 - Follow Edward tram location to 

location in Kolton until you 
stop him. 

NEW SIDE 

QUESTS 

AVAILABLE 

None. 

PRIVATE EVENTS 
AVAILABLE 

None. 


ENEMIES 


Vermified Edward ^5 


HP * 20000 

FOL * 3000 0(P * 6530 


MISSION MAP 

0 Ed wa rd’s fi ret ap pearance 
0 Edward r s seco n d appears nee 
0 Edwards fina l a ppaa ra nee 





VERIFICATION 























MAIN STORY WALKTHROUGH 




FIGHT EDWARD IN EAST KOLTON FIGHT EDWARD 1N SOUTH KOLTON 


rO 

cd 



i 

1W 


You start out in east Kolton rear the inn. As the fight begins, a red "Time 
Limit” bar appears at the top of the screen. The first thing you should do 
against Edward is activate Symphonic Blade while Connected to either 
Eugene or Vic (Michelle would be a poor choice, since Cape 11 cannot 
directly hit verm dorms without Symphonic Blade on). Once Symphonic 
Blade is going, break the Connection and play Percipere near Edward, 
Once Edward's visible, join your allies in damaging him, re-applying 
Symphonic Blade and Percipere as necessary. If you have Symphonic 
Blade active and build the AP gauge ttjat least hail you can pop him up 
with Crescendo Spike or Cutting Gavotte before juggling along with allies, 
so long as you're watchful for when the sight of Saruieus granted by 
Percipere wears off. 



Next, Edward lands in south Kolton near the emporium. Repeat your 
strategy of firing up Symphonic Blade with Eugene or Vic. playing the flute 
to keep Edward visible, then getting in a faw Cutting Gavottes and such. 
Soon he T soff again. 



FIGHT EDWARD IN WEST KOLTON 

In west Kolton, you don't see Edward right away. Run forward a few steps and 
he bursts out to attack. Play Percipere as your comrades attack him. If you've 
kept your team upgraded and leveled up, you should be able to take Edward 
down quickly in this area and earn a generous Situation Bonus of 20.000 EXP. 


Get close enough so that the flute song's circle of effect covers Edward, 
but also keep enough distance from him to avoid getting attacked (which 
forces Capell to stop playing}. After Edward takes a bit of damage, he leaps 
away lo a new location. 




























Stopped Edward within 3 minutes. 

^77 mBSJdMlEGfi 


WATCH THE AFTERMATH 


Stopping Edward triggers a long series of cutscenes. First, you see Capell 
use the Lunytol elixir on Edward, trying to halt the vermification process. 
Then Capell becomes privy to a series of scenes from Edward’s troubled 
past, including his first meeting with Sigmund. Finally, in a frail of purple- 
black smoke, the vermification exits his body. 












MISSION MAP 


Q Eugene 
O Kiriya 
0 Dominica 

O Edward 


Faina & Leif {shop} 
Mrchefie 


Aspiring anfmaf breeder 
© Dog 


Gustav 


Barkeeper 


Church 


General Shop 


The Emporium 















RECONCILIATION 



This chapter features the forging of new bonds in your party, with new 
concerns about lunar power arising as well. It also lets you wrap up some 
side business in Kolton Union's cold capital. 


INTERLUDE: KOLTON 

Capell and the party have issues to thrash out in the wake of 
Edward's vermiform episode, and this interlude opens with a series 
of cutscenes full of conflict, compromise, and new bonds formed. 

After that Capeli learns more from Kinya about lunagtyphs and the 
deadly lunar rain. 



ACTION CHECKLIST 

/ * Watch the scenes of party reconciliation. 

2 * Optional: Do side quests and private events. 

3 ■ Return to Ralgita \ - 


NEW SIDE QUESTS AVAILABLE 



The Aspiring Animal Breeder 



PRIVATE EVENTS AVAILABLE 


The Secret of Off-Street 


Rivals 



MISSION WALKTHROUGH 


Tills interlude opens with a tong senes of post-battle cutscenes. 
Afterwards, if becomes clear that your next destination is back to Halgrta. 
But before you go, finish up old side quests, pick up some new ones, and 
engage in some private events around town. 


ENEMIES 

























AFTER THE BATTLE... 


Once Edward's vermification is reversed, the scene switches to a short 
v/hite later at the Kolton inn. The full party, including Kiriya now, gathers 
around their recovering comrade. Amends are made and the team regains 
its fiercest fighter. 




Kiriya makes it clear that the 
madness could happen to anyone 
with a funaglyph, And then Capell 
makes an angry admission that 
stuns the crowd. 

Later that day, Capell, silting or the Kolton dock, gets a visit from his 
number one fan, Faina. Just as things gel interesting, Aya shows up. And 
then things gel really interesting... Aya drags Capell off to a party meeting 
in which their "leader" sets the next destination: Haigita, 




HEED KIRIYA’S WARNING 



Before you move on to side 
questing and so forth, pay 
attention to one fast scene. Kiriya 
warns Capell about lunar pcwver 
and funaglyphs. What happened to 
Edward could happen to anyone. 

After a quick tutorial on “Glyph 
Rates," you receive eight lunar suppressants. 



OPTIONAL: 

TRIGGER FOUR PRIVATE EVENTS 


wiuve drouno Town ana laiKio toiks. Note that some ol your party 
members bang out in different places titan before. Vou can finish some of 
the side missions you started earlier and take on a new ore too. 


y) The Secret of Off-Street 

Go find Vic in the alley on the west side of the church (at 1 
on the map). Talk to him to trigger a heartwarming scene: Vic 
distributes his newly-eamed cash to a pack of street orphans. 
In the subsequent conversation, you come to a dialogue option 
with throe choices, for the best results overall, select: “Why 
donft you become a nightwhisper?” Capell suggests that Vic go 
to Haigita and train under Genma. 































The Secret of Battle 



Lunaglyphs and Magic 


=jnd Savio inside the emporium in the southern section 
if Kolton and Connect with him. Enit the emporium, 
then to Ik to Eugene who stands just up the street 
to the north. Eugene is troubled about his use of 
lunaglyphs and magic, but Savio reassures him 
that it's okay as tong as one uses gfyphs only 
when necessary. After the conversation, you 
gain the book entitled "Rage of Fire. 71 


RETURN TO HALC.ITA 

Exit Kotton into the Cobasna Timberlands and follow the same route you 
took to Halgita the first time when you were following Vic. (You can refer 
back to the map in the guide if you get lost.) When you get down the last 
stretch of trail heading south to Halgita, you hear Eugene ask. “Hmmm, 
do you smell something burning?" A little further south, you trigger a 
cutscene—the party sees smoke rising from Halgita up ahead! 








MAIN 'if DRY WALK It.11 till 



Palace: Floor IF 


Temple of Veres 


To the Cobasna Timberlands 


MISSION MAP 

Q Passage blocked Q - © Storm gigas Q - Q Vermiforms 


14E 


4 

LEGEND 

Route to throne room 


■I 































dreadknight 

RETURNS 


Invisible vermiform warriors are wreaking havoc in the Halgha 
royal palace. AH citizens and current visitors , including Fains 
and Leif, are in grave peril 


147 
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RESCUE EMPRESS SVALA! 


All hell is breaking loose in the imperial city. As the mission opens, Hafgita 
is a madhouse as Order troops and vermiform monsters run amok in the 
palace, Faina and Leif are nearly cornered, but Genma rescues them. Can 
Capell and the others arrive in time to save Svata and her people? 

ACTION CHECKLIST 

J * Fight your way upsiairs to floor 3F. 

2 * Del eat the squad of vermified foes on 3F, , . 

Enter the throne room. | 

NEW SIDE QUESTS AVAILABLE 

None. 


PRIVATE EVENTS AVAILABLE 



ENEMIES 


Sk 

HP'TQCQ 

FEJL • 400 EXP * 550 


& 

Order Sharpshooter A f 2 

HP * 3500 

FQL * 300 EXP- 4EG 


* 30000 

F01 * 800 EXP * 1000 



HP * 5000-7000 

FOL* 450-500 EXP ■ 450-500 


None. 



MISSION WALKTHROUGH 


The Mad Dash Strategy 

You don't have to defeat a single enemy to complete this 
mission. Your mission objective is simply to reach the 
throne room, tf you want, you can just run past every foe, 
including the vermtforms on the top floor. This way, you 
earn the Situation Bonus with ease, 

However, the Situation Bonus reward is only a piece of 
matus wood, whereas defeating the four storm gigas 
and the entire squad of vermrforms en route earns you a 
huge boatload of EXP and FoL So If your party fs strong 
and healthy, fight If your HP/MP are dropping and health 
items are scarce, just run 


The party arrives at Hatgifa's devastated entry hall as a wounded Genma 
staggers out to meet them. As Michelle uses her heating glyph on him, he 
reports that the enemy is inside the palace. Die empress must be saved! 


OREAD KNIGHT RETURNS 






















At the top of your climb, on floor 3F. you run into a squad of deadly 
vermiform warriors outside the throne room doors. Play Percspere 
to reveal them to your party, then quickly Connect to your favorite 
party member and spam" (hit 
repeatedly) your favorite Connect 
action attack (one great choice 
is Edward's Twins!ream) on the 
vermiform targets. 




Vermiform 


5000-7000 © 450-500 


The vermiforms found while roaming through Halgita {or in Qradian Dunes) are much 
tess threatening than Edward was in his verbified state, ft you simply play Percipere, 
and Capeff’s allies mtft otherwise occupied the allies can handle undoing wermiforms 
readily enough. If you want to speed up the process. Conned with a friend and activate 
Symphonic Blade prior to repeating the vermiform with Percipere. Launch the vermiform 
or nail it with a flurry of skills, and it won't survive long enough to require re-applying 
Percipere, 






















WATCH THE DRAMATIC PAYOFF 


Completing the race to the throne room triggers a long series of cut scenes 
that kick the story up to a new level. Leonid has indeed returned, as Genma 



Reached Svaia within 3 minutes. 


Leonid seems as powerful as 
ever— more powerful, perhaps. 
And in the ensuing confrontation, 
Capet! and the party seemingly can 
do little to stop him. 


- •. 
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Svala's Chambers 


Throne Room 


Floor 3F 


Accessory Shop 


Weapon Shop 


Floor 2F 


Palace: Floor IF 


Temple of Veros 


Item Shop 


To the Cobasna Timbertands 


Kaon, arista 

David, lover of shiny tfrno; 


LEGEND 

^ Save Point 


MISSION MAP 

0 Savin 
Q Faina & teif 
0 Gustov 
0 Eugene 


© 


Michelle 

Qwien, otd nlghtwhisper 

Aya 

Vic 


© 


© 


© 

© 




© 

0 

© 

0 


Rico 

RuCha, Komachi, and Genma 
Swordmaster Shido 
La vie, fashion designer 


0 

0 

0 

0 


Kiriya 

DominEca 

Edward 

Toama 









































We Lost Katana 


Dressed Up Vie 


Dwelt On (Tea 


Old Friend 


Shopping 


Master end Apprentice 


DREAM OF THE 
PAST & PROMISES 

After the confrontation with Leonid. Capetf drifts into a dream 
world in which he sees past events, beginning with the young 
Svala holding an infant A familiar-looking, brown-eyed young 
hoy is watching. Who is it? 


INTERLUDE: HALGITA 


: -aigita gets back to normal remarkably 
r spelling the Order of Chains assault. This 
; zrures quite a few side quests and private 
■; so adds two formidable new members to 
eraDon Force. 

\ - 


ECKUST 

■* 3 t^e past" 

t :.: -■■- -i -ia and Kornacfii. 
e«etag «ih Empress Svala. 
ce and private events 
zsssrz ' -stands 


NEW SIDE QUESTS/VAILAB^ 


PRIVATE EVENTS AVAIL 


i Am ths'Catf 
J ;• 


Reconciled 


OflEAM OF f HE PAST & PROMISES 


















Book Junkie 


Find Edward in Ihe Halgita library on floor 2f of 
the palace. Talk to him to trigger an interesting 
conversation about a book he’s boon reading. 


MISSION WALKTHROUGH 


This mission starts with a series of cutscsnes. 
explore before you return to chain-busting. Here you 
new side quests and engage In seven interesting private events. You 
can also leave Hafglta to finish up any quests in Koto you may have 
missed earlier. 


OPTIONAL: EVENTS AND QUESTS 

Again, you have seven private events available now in post-siege Haigita. 
Four new side quests are unlocked too. As before, see Part 4: Side Quests 
for quest details. Note that Koto ship traffic is still out of commission, so 
you can’t get back to previous areas of the game yet, 


WATCH THE STORY UNFOLD 


After Capell awakens from his “dream of the past/' he joins his comrades 
before the empress, and promises hope for her people. Then, Touma 

and Komachi join the Force in its 
mission to destroy the rest of the 
chains. Both already see Capell for 
who he truly is,. .and both offer 
their full support and strength to 
the cause. 


Finally, Capell meets with Svala alone, and [earns more of the truth about 
Sigmund s past. Then he learns from Touma that nightwhisper agents 
have located the next chain in the mountains north of the Cobasna 
Timberlands-—an area called Dais. 








m Old Friends 


Reconciled 


Conned to Eugene rn the Temple of Veres on the palace’s floor 
IF, then go find Touma in his room in the southwest corner of 
floor 3F. Talk to Touma to trigger a long exchange between him 
and his longtime friend and ally, Eugene* 


Connect to Aya near the item shop in the Hatgita marketplace 
area, then go talk to Gustav in the palace entry hall on floor IF. 
This triggers a scene in _ _._ _ __ 

which Aya tries to broker a % \ 

y* 

friendship between Cape 11 | - f # ^ 

and the crimson bear. j r C 


Wt hid pri>i! 
iM;riliri It 


Shopping 


Connect to Dominica, who stands near the 
elevator on floor 2F S then find Vic in the Halgita 
-kelplace al the accessory shop. Talk to Vic; 
Capefl and Dominica find him shopping for 
cacky ^fnr a friend, he says* Dominica ends 
-jo helping Nm pick out something* 


Find Rucha inside the 
westernmost house of the 
Halgita marketplace and 
Connect to her. Exit the 
house, turn right, and go 
talk to Rico at the end of 
the area. He*s in the middle 
of a strained conversation 
with a Haig than cat. 


Master and Apprentice 


ie *r<e bad room of the Halgita inn and 
- Me £-£ de-nce area of floor 2F; his room 
rs "1C end of the half {see 13 on the 
-x m earn some thing of his checkered 

: n - -Dse^qoent tutelage under Savfo. 



®} Dwell on Tea 



LV ‘ 

Connect to Michelle in the 

m ,;?■ ■ 

Temple of Veros on Floor 1F f 

f .r ^ nm 

then go find Komachi in the 

p W&m * ^hL-- 

. ^ *** -f- 

westernmost house, toward 

t 

l 

the bottom of the Halgita 
marketplace area* Talk to 


Komachr to trigger a tea 


party and discussion. 



















MAIN STORY WALKTHROUGH 




To 


FIND DAIS 


r outra s fifQftPtvhis pdf nctv/ork has spotted the next chain north of the ooDssnn Timberlands in an area catted Dais. Prop for departure, then fraverso the 
jungle once more , this time heading fora northwest exit. 


MISSION MAP 

Q Start 

0 Iran chest mi mid 
0 Stap into mist 
0 Step into mist 


LEGEND 

—-** Teleport Route 

■MMfc Teleporting Mist 
Route to Dais 














ACTION CHECKLIST 

1 * Put together a bug-fighting parly and stock up on key items, 

2 - Exit H a3g ita into ihe C obas na Ti m Per! a n ds . 

J * Work your way north to Dais. 


ENEMIES 


wm 

! 

f 

cn 


HP *6000 

FOL * 270 EXP * 550 


Lrlil'lrul'Jr 


Sfc- 


HP-13170 

FOL- 290 EXP *700 
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STOCK UP ON NECESSARY GOODS 

Stock up on para-gone and sedative—have plenty of both on hand. Dais 
is filled with nasty mushrooms that, if struck in the heal of battfe, spread 
confusion and turn party members on each other; you need sedatives to 
counter this. You also encounter some webs that paralyze you when you 
touch them, 
even if you're 
using a weapon 
to do the 
touching; you 
need para-gone 
to dispel the 
paralysis. 


PUT TOGETHER A TOUGH PARTY 

Dais literally crawls with insects, and under Aya's personal skills you may 
have noticed that her Traits is 11 Bug Hater"! However, her Sparrowrain 
skill can he very effective in Dais, so consider her in one party slot. 

It's a very good idea to include Eugene and his excellent healing and 
resurrection (Salvus) abilities. Turn off all of Eugene's offensive spells 
ether than Geoclaw or Astro, if he’s leveled up high enough to acquire it. 
'mis that Michelle is a great alternative to Eugene for reasons mentioned 

ea rl ie r—a fine h eal er, sh e already 
has Astro available, a highly 
effective area-of-effect spell that's 
very useful against hordes of 
weak minions lake the ones you 
encounter in Dais. 


Also, consider putting Komaciti in your party. You'll find several locked 
treasure chests in Dais, and you want to use/improve herTrapmaster 
personal skill A good alternative to Aya is Edward, who is tough as nails, 
and his Twinstream attack is relentlessly good against boss foes like the 
ones you’ll meet in Dais. But keep in mind that Edward's very susceptible 
to vermification via the lunar rain, so if you put him in Party A, he ready to 
use lunar suppressants at any time in IJ rainy" areas. (Edward’s fine once 
you get him inside Dais, of course,} 

FOLLOW THE GREEN SPARKS 
TO DAIS 

Remember the rising, white sparks that led you across Cobasna to Kiriya s 
hut? You get the same travel directional aid here. This time the rising 
sparks are green. Follow them from Haig ita right into the warping mist 
at two different points (0 and Q on the map) r then all the way to Dais. 
Watch out for the iron chest mimic (0 an the map) en route, though! 
He : s tough, and a sv/arm of killer wasps lurk in the same area. Lunar rain 
falls on parts of the forest, so move through those areas quickly. 




Don’t Play in the Rain 

Minimize the amount of time your lunaglyph-bearing 
characters spend out in the lunar rain. Edward in particular 
is very susceptible to verrnification. You don't want to use up 
any more lunar suppressant than is absolutely necessary. 


IBS 




□REAM OF THE PAST S PROMISES 



















































main etorv walkthrough 




MISSION MAP 

0 Start 

0 Scissorclaw centipede 
0 - 0 Iron chest mimic 


0 ■ 0 Silk bridge made 

© Three scissor claw centipedes 

0-0 For bridge, use Rico's ( 
cave racbnuvus 


0 Silk bridge made 
© iron chest mimic 
on © Queen raehrtuvus 


© Held and Amber Chain 
0 Iron chest mimic 


To ihe Cobasna 


Timber lands 



LEGEND 

Wooden Chest 
m Gold Chest 
t& Jeweled Cabinet 


Treasure Chests 


Halaitia-n paper (locked) 

Rad berry powder 

ftacfirujvus doth (reveal with Percipere) 

Para-gone 

Antidote (locked) 

Genius’s quill i stone trap’) 

Witte berry potion (gas trap!) 

Matos wood 

Pfismatite sword (rsvaal with Percipere) 

Odious eye 

Panacea 

Overture notations 

Silk robe 

Rgchnuvus pumps (out of reach 

























































THE RACHNUVUS NEST 


NATURE’S \ 
MAZE | 

This chapter is a If about combat First you weave your way 
through the creepy underground colony inhabited by a weird 
species of arachnid with ant*fike communal instincts called the 
rachnuvus. Once you defeat the nest queen, you move on lo the 
Amber Chain and its familiar protector. 



Larva 


V nSION walkthrough 


is nesf is. believe it or not. filled with rachnuvae, both big 
us) and small (larva). An occasional scissorciaw centipede 
sage too. but the big menace is of the spidery variety. 


Touma explains that this hive is the best way up to the chain. But 
. ou’ll have to fight your way past some nasty rachnuvus swarms* 
Miter centipedes, and highly-dangerous mushrooms that can turn 
'Aam members against each other. Then Komachi gives you a 
qj-ck overview of the rachnuvus species. Note her mention of their 
monstrous size...and of “the queen," 

ACTION CHECKLIST 

1 ■ f ighi your way through the rachnuvus nest to the queen’s chamber. 

2 - Defeat the queen rachnuvus. 

J * bit the nest La find the Amber Chain. 

4 ■ Meat Held and destroy the chain, 

NEW SIDE QUESTS AVAILABLE 
f R! VAT E EVE NTS AVAI LAB LE 


ENEMIES 


ID 


HP - 150 

POL * 30 


NATURE'S MAZE 










































WATCH FOR MIMICS AND TRAPS 


You can find good things stashed in treasure chests throughout the 
rachnuvus colony, but five of them turn out to be iron chest mimics. 
Always approach treasure chests with your weapon drawn. If you walk into 
the Chest and no mimic pops up, then it's safe. Avoid letting mimic chests 
score Enemy Advantage against the party, which voids the possibility of 
getting items from them 
upon defeat. Remember 
that some chests are 
trapped too, like the one 
aiQ on the map which 
inflicts the stone status 
on anyone nearby if Capets 
opens it. {You can cure 
petrified characters with 
odious eyes.) Always 
Connect to either Vic 
or Komachl so they 
can open chests (even 
unlocked ones) with their 
Trapmaster skill. 


BEWARE OF WEBS 


Watch out for other hazards in the nest as Well. Some passages are blocked by 
large webs that open only when you touch them; ranged attacks won t work. 
But the moment a character touches the web, he/she is temporarily paralyzed. 
(This is why you need a healthy supply of para-gones.i At the same time, 
larvae pop out of nearby nests and attack. The safest choice is to Connect to a 

party member with a physical attack 
and then use the Connect action to 
bust the web. Afterwards, you or 
your healer can toss a para-gone 
over the afflicted character to dispel 
the paralysis quickly. 


FIND THE QUEEN 


This becomes your first primary objective. Naturally, she s at the very end 
of the map. Although the rachnuvus nest seems to be a maze, it really 
isn’t. The way forward is 
usually dear...with the 
exception of a few side 
chambers. These detours, 
however, are almost 
always worth taking for 
treasure chests or good 
EXP-boosting fights. 


Except for the previously mentioned iron chest mimics (at £1 O' ©- 
0 on the map), none of the creatures are particularly tough until you reach 
the queen rachnuvus, although in many places you face large swarms of 
larvae mixed in with larger monsters. 


Lure Foes Away from Mushrooms 


When yau see monsters near mushrooms, sheathe your 
sword and run up to the beasts, then turn and sprint away so 
they chase you to a mushroom-free area. You always want 
to avoid accidentally hitting a mushroom and unleashing its 
confusion-inducing spew. 


SURVIVE THE FIRST ASSAULT 

Things get hairy, literally, right off. All exit passages are sealed by force 
fields, and an onslaught Of Big cave rachmme and their annoying little larvae 
suddenly rolls at your party. (Note that a dying cave rachnuvus spawns 
larvae tram its body.) Keep moving and try to avoid the web-shooting and 
paralyzing bites. Afterwards, to Aya’s disgust, Capell and the twins muse on 
the taste properties of boiled rachnuvus. Meanwhile, Touma suggests that if 
you can defeat the queen, you’ll be able to get out safely. 


BEWARE OE MUSHROOMS 

A far worse hazard are the patches of translucent mushrooms found 
growing in many caves and passages. When struck by a weapon, these 
fungi emit a gas that inflicts the contusion status ailment on any party 
member caught in the emission. Confused comrades then turn against 
each other—a situation that can turn critical quickly. 

























Cave Rachnuvus ® 5000 @ soo 

might expect, these matures are extremely weak to fire. Take advantage of this if Bmha 
t* present Spiders are half-resistant to aetheri so Astro cannot execute Its full damage. But it's stiti 

■ f useiuf spoil against s warms of insects . since Astro strikes and stuns multiple targets. 
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WAIT FOR. THE SILK BRIDGES 

In several places the route seems blocked by a chasm (at through © 
on the map : for example). But if you see a cave rachnuvus or larva on the 
other sMe, get dose enough to trigger its aggressive instinct (when the 
exclamation point T appears over its head) then wait for the beast to 
weave silk strands that span the gap. Cross the new silk bridge and show 
yourthanks...with extreme prejudice. 




Two chasms (at © and © on the map) have no rachnuvus on the other side, however. So how 
do you get across? If you have Pico in your party : Connect to him and use his Penguin Parade 
skill to take control of a nearby cave rachnuvus (at <D on the map), (If you defeat the cave 
rachnuvus here, a new one spawns and moves to this spot if you exit the cave then come back,) 
Lead the beast over to the gaps at © and then © and press the "Command" button when he’s 
aiming across the chasm so he shoots web across to the other side. 

One of the new areas across these enerny-built bridges leads to a treasure chest up out of reach 
[at Q on the map), so you'll need Komaehi’s Honeysuckle skill to open it. The other area leads 
to an iron chest mimic, unfortunately. 




DEFEAT THE QUEEN RACHNUVUS 

z v you reach the large cavern where the quean rachnuvus 
« -: j must defeat her and the minions she spavms in order to get 

: assays she blocks on the far side of the cave and proceed to 
THt Chain. 











IP E « 

















MAIM STORY WALKTHROUGH 






The Queen Isn't an overwhelming fighter and Isnl that tough to kill... 

If you can gat at her. The problem is her spidery minions. She moves 
forward from the far tunnel and fills the tavern with cave rachnuvae and 
their ugly little larva spawn, then retreats. This moment, when she s out 
into the cavern is when she's most vulnerable. Unfortunately ft's also 
when the most rachmivus minions are running around, zapping you with 
web shots, 



One way to deal with the problem is to focus on area-oveffect attacks, 
in particular. Aya’s Sparrowram and Eugene or Michelle s Aslro axe very 
good effects to rain down on the teeming minions and clear them out 
fast. Astro In particular is cheap In MP cost inflicts stun, and deals a 
ton o! damage. Once the tittle rachnuvae are dead, wait for the queen 
to waddle out of the far cave again and then start whacking her with 
GapeH's Cutting Gavotte and Edward s Twlnstream (or whatever your 
favorite high-damage GS attack happens to be). 




rachnuvus 


3 HSM3 

mm 
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DEFEAT HELD AND DESTROY 
THE AMBERCHAIN 

After the queen falls, head up the tunnel behind her and snag the goods 
out of the two treasure chests along the way. Outside, open two more 
treasure chests, use the save point, then proceed up into the clearing to 
the Amber Chain, Savlo’s former apprentice Held waits for you there. 












































A force field surrounds the Amber Chain's link; the field drops only when 
Held is stunned. Held can also teleport from spot to spot on the Held. 

Thus this fight proceeds much like your battle with Niedzielan earlier at the 
Cerulean Chain, except this one has two phases. In phase one. you simply 
attack Held until he staggers in defeat, which doesn't take very long. [I! 
you defeat him within two minutes, you earn a Situation Bonus) Then, 
Saranda appears to give him a boost 


in phase two, Held is infused with Saranda’s lunar power and transforms 
into an invisible vermiform. Now you musl play Percipere on Capell’s 
flute to keep Held visible for the others. Let everybody attack Held until 
hes stunned, then hurry over to hammer away at the Amber Link until 
Held revives and the barrier reactivates: Repeat this until Held falls, then 
get in one last hit on the chain to end the battle. If Eugene and Michelle 
are present, have them use Astro—Held is extremely weak to the aether 
element. 


Watch out for Held's deadly Spin Axis attack; it Inflicts repealed heavy 
damage, so try to hustle out of its range until h subsides. Be wary of 
Held’s black orbs as well. When he conjures them, spend a few seconds 
smashing any nearby to reduce the overall damage your team is taking 
But keep your primary focus on Held himself. If he's stunned, he can’t 
produce orbs! 




























to 

ZD 

o 






After the battle. Held tries to pass on one last bit of information 
about the Dreadknighf s source of power. But he cannot provide 
details to his master Savio. Then the scene changes to the royal 
court at HaEgita, where the Liberation Force is celebrated for living 
up to their name. 
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MESSENGER 
OF PERIL 


Over the objection other imperial advisors. Empress Svaia is convinced to spread the 
word about the dangers of the lunar rain, Then, as the force readies to leave Hafgita 
for Koiton, Genma bangs word to Aya from her father of trouble brewing back home 
in Fayet . Reports are murky ; but Genma believes vernvforms are involved! Time for 
the princess to head back home. 


BACK TO KOLTON 


mission wraps up business in Halgite, then takes you back across the Cobasna Timberlands to Koiton, the 
f '$t leg of your return to FayeL But before you leave Haig Eta, you can start a new side quest by talking to Faina. 
























MAIN STORY WALKTHROUGH 




ACTION CHECKLIST 

l . SteD lis ttie Halgita entry tell to trigger Genma s message from Fayel 

7 . opsienat Talk to Faina to start a side quest, and complete quests 
previously started, 

3 * Cross the timtierlands to Koto, 

NEW SIDE QUESTS AVAILABLE 




cfl 

P 

HP ‘ 3000 

FQL p 20D EKP * 400 


Promised Dolls 

PRIVATE EVENTS AVAILABLE 

None 


MISSION WALKTHROUGH 

Start in Halgita by stepping into the main entry hall to trigger Coruna's a,rival with the message for Aya. Capet! leaves.no doubl es to their neat course of 
aclion. The princess seems to have a new respect lor Cape!!, doesn \ sne? 





OPTIONAL: FAINAS SIDE QUEST 

You most likely have some old side quests to wrap ug-the “lost Katana" 
or “Rebirth of Halgita" tasks, for example. You can also approach Faina 
near the Temple of Veros entrance and get a new quest in the works. 

RETURN TO KOLTON 

Exit Halgita and cross the Cobasna Timberlands back to Kolton. (Seethe 
provided map for the best route.) 





















MISSION MAPS 


o 

Palace entrance 

© 

Michelle 

© 

Eugene 

0 

Rico & Rucha 

O 

Teleport platform (inactive) 

0 

Tauma & Kmnachi 

O 

Savio 

© 

Edward 

© 

Kristoter 

© 

Oreg the guard 

© 

o 

Saraphina 

Kinya 

© 

House of Simon's 
grandparents 

© 

Aya 

© 

Chief steward 

o 

0 

Dominica 

Vic 

0 

Seraphina's friend 


Ban Upper Level 




MESSENGER OF PERIL 

































AUDIENCE 
WITH THE 

KING 


Your arrival in Koiton triggers a onscene. in which Edward suggests you meet the king. The royal audience gamers more support for the Force, adds an 
interesting pair of new party members, and unlocks nevs private events as well as a new side guest in Koiton. 


ACTION CHECKLIST 

2 * Enter the Koiton palace to meet the king . 

2 - Watch as the Force meets Kristotor and Seraph ina. 

J ■ Optional: Restock supplies, taka on one mare Koiton side quest, and logger 
a new set of private events. 

4 * Go to the dock and hoard the ship lor Port Zala 

NEW SIDE QUESTS AVAILABLE 



Simon is Missing. Pi. 2 


PRIVATE EVENTS AVAILABLE 




ENEMIES 

None. 



MISSION WALKTHROUGH 


Approach the palace gate (at i on ihe map) and enter lo trigger a 
cutscene sM in the huge Kolloa throne room. 


























Broken Toy 


Find Kristofer on the street In southeast 
Kolton and talk to him. This triggers a 
scene in which he returns a toy he fixed 
for a kid. He fills in Cape II on some of 
his past research "accomplishments" 
and his meeting with Seraphina- 


Pickup Artist 


Here’s a fun one. Connect with Kristofer and then go talk to Ay a. 
Michelle, Komachi, Seraphina, Ruche, and Dominica. He gets some 
interesting reactions to his pickup lines. Note that the event isn't 
completed until you talk to all six females in the party. 


MEETING THE KING 

“v _ it'atc" Fores finally gets to meet Miro. King ot Kolton Union. CapeJi 
r: - Diners explain the dire situation to the king, and he pledges his 
. : wo Kolton warriors, Kristofer and Seraphina, join the party. 


-re-ward, you get to know Kristofer and Seraphina a little better...and you 
t i j couldn't find an odder pairing. 


OPTIONAL: SIDE QUESTS 
AND PRIVATE EVENTS 

can get your "side work" done. Check the map for character 
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Becalmed World 


Enter the house in southeast Kolton to find Serapbina and talk to her. Here 
you get a glimpse of the depth of her questioning and thought. Answer her 
questions however you want; all answers have the same effect on your 
emotional bond. But you might want to make a questioner like Scrap bin a feel 
that her existence has value. 



Bashful Type 


168 


Go into the house in southeast Kolton and Connect with 
Seraphina. Then, go to the church in northernmost Kolton 
and talk to Michelle, who is inside near the altar downstairs 
Enjoy the amusing exchange between the two women. 


BOARD THE SHIP FOR 
PORT ZALA 


When you're ready 
to ship out for Fayel. 
exit town via the 
south gate and find 
the chief steward 
on the dock. Talk to 
him and answer “HI 
get on board” Then, 
you're off to Port 
Zala. 




















INTERLUDE: PORT ZALA 


When the Force arrives, they're stunned to see lunar rain falling on Faye! 
in the distance. Before you head out across the dunes to Aya’s home, take 
on the new side quest and the eight new story-rich private events unlocked 
by vour arrival here from Kg I ton. You can also open the previously 
naccessibte treasure chests, now that you have a couple of lock-pick 
experts fn your party. 





MISSION MAPS 

0 Savin 
0 Kiriya 
Q Michelle 
O Vic 
© Dominica 
0 Fisherman 
Q Touma 
0 Aya 
0 Edward 
0 Ivan 
0 Kristcfer 
0 Komachi 

0 Rico, Rue ha. and Gustav 
0 Seraph in a 


* Note that the treasure chests 
marked on this map were shown 
on the previous Port Zala map too. 
But they are shown again here 
because now you have characters 
who can unlock chests (Vic and 
Komachij, and also because 
Komachi can use Honeysuckle to 
reach the submerged chest on the 
Zalan Coast. 


Save rr- — 































MAIN STORY WALKTHROUGH 



NEW SIDE QUESTS AVAILABLE 





ENEMIES 

None. 



Someone to Watch Over Me 





The Twin Quit 




MISSION WALKTHROUGH 


Lunar rain is falling-on Fayel, so the Force is needed there. But take the timeto get to know your 
team better in some private events around PartZaEa. Some encounters''actually earn you rewards. 


GO TREASURE CHEST HUNTING WITH KOMACHI 


Open your Party screen and make sure Komachi is in Party A, then head up the beach path to the Zalan Coast, Find the underwater treasure chest a few 
feet out from the shore (at Q or the map). Connect with Komachi, make sure Honeysuckle is one of her Connect actions, and then use it to snag the 
submerged chest Back in town, find Komachi in the small alley near the fish warehouses (see © on the map). Connect to tier, then take her to the two 
locked chests in town. (You can use Vic to open locked chests too, of course,) 



_ 




















OPTIONAL: COMPLETE ALL EIGHT PRIVATE EVENTS 





; • 


Sword Demo 


■c her. Watch the amusing scene as she 
aitenges Eugene’s "toughness”.,, and he 
j up the challenge wtth a few drinks. 


The Twin Quiz 


Connect to Rucha out on the beach and talk to 
Rico* who is right next to her as usual. Take 
the “Twins Quiz” from the kids. (The answers 
are Rico* Rico, Rucha, Rico emf^.well, your 
choice on question number five.) If you get the 
questions right* you win a green berry potion. 


y Drinking Buddies 

to Eugene in the generai store, 
zhoi go find Dominica in the bar and talk 


Touma to trigger 

an esoteric discussion of swordsmanship that quickly leads to some 
^demonstrations" of technique. Afterwards, Touma hands over a copy 
of memoirs of a warrior, 


- of good conversation with your crew is available this time \n Port Zala. Don’t miss these events! 









































Signs of Recovery 


Connect to Kristofer in the southernmost fish warehouse and then go talk to 
Mieheite, who chats with the repetitive woman in the alley between the Inn and 
general store. We learn more about Krlstofer*s first mooting with Seraphim* on the 
battlefield. (Note: after this event. Michelle temporarily moves to a nearby location 
next to the 'charming woman/I 


If you've already completed the 
"Tsunami's Aftermath" private event 
earlier in Port Zafa, Connect to 
Savio in the inn and then go talk 
to the fisherman In the bar a gain- 
The fisherman reports good 
news to Savio and thanks him for 
the earlier encouragement. Then 
he gives you two pieces of crab meat 
and three slices of deviant fish. 


Encouraging Tone 


Find Aya near the ship at the dock and talk to her. 3he 5 s clearly 
concerned about her homeland, and Capel) makes an attempt 
to ease her mind with a goofy story and a little flute music. The 
song Capell composes adds suite notations to your inventory. 


Best Couple 


SET OUT FOR FAY EL 


Exit Port Zala 
into the Qradian 
Dunes and start 
working your 
way south. Be 
ready—new 
monsters are 
roaming the 
sands now, Your 
goalis to reach 
FayeE. 













OFF TO FAYEL 


The desert is now filled with new species of flyers, a powerful new wolf 
called a valiin, and a few unfortunate humans mutated into vermiform 
monsters. 



T73 


ACTION CHECKLIST 

J * Cross the Oradian Dunes to Fayef. 
























£3 

O 


c 

£ 
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B EVV'ARE VERMI FORMS 

T -i - a - -as 3 m on a few desert denizens, so vermiforms are running around the dunes now. Have Capell’s Percipere ready to play, and 
make sure Svmprtons Blade is in one of your battle skill slots. {One good option is placing Symphonic Blade in © for vermiforms and Cutting Gavotte 
n G fe ysur regular tees Ores Percipere turns the vermiform "black" (visible), you can Connect to a comrade and activate Symphonic Blade for a few 
~ ts Bui be read. to edrson the Connect quickly and get your flute 
3z?. ~ ye vermiform goes back to transparent (invisible to the 
■, -j aren't caught unaware by a vermiform. Connect and activate 
Symphonic Blade first before revealing the vermiform with Percipere and 
startoff combat—Symphonic Blade requires a Connection to initiate, 
d_: nrtce : s active, the Connection can be broken without losing the effect. 







-iS ENTER FAYEL 

As you approach Faye I, the lunar rain picks up a bit. Get inside the city gate to escape it. 





a 

■ 

To Oradian 
Mountains 

■ 



Treasure Chests 


Cfcaraninfl perfume (Lacked) 





MISSION MAPS 

0 Matilda, form a r adventurer 
Q Komachi & Touma 
0 Vic 

0 Aye’s bedruom 
0 Emir's private chambers 

LEGEND 

^ Gold Chest 
^ Save Point 












































MEET EMIR SHARUKH 


Aya's father, the emir, has called you to Fayel with news of vicious vermiform monsters across 
the countryside. Your goal is to reach him with the truth about lunaglyphs and the lunar rain. 


ACTION CHECKLIST 


Optional; Pick up the “Halgitian Memories ' 1 side quest from Matilda. 

Go to the emir's private chambers on the top floor of the palace 

Optional: Connect to Vic or Komaehi, so you can open a locked treasure chest. 


NEW SIDE QUESTS AVAILABLE 


PRIVATE EVENTS AVAILABLE 


ENEMIES 


Halgitfen Memories 


OPTIONAL: 

OPEN THE LOCKED CHEST 


to either Komaehi (on the street near the accessory shop) or Vic 
l's n a room at the inn) and proceed into the palace. Climb to the 
:: ■ aid pick open the locked chest in Aya 5 $ bedroom (at Q on the 

$ another locked chest _ 

m ' r s private chambers, 

■: nc-v.. r~" 

t : , party ' 

d you can’t get 


c ; TO “HE EMIR'S 
PRIVATE CHAMBERS 


■: SharuklVs private chambers on the top floor 
t : i -1 This triggers a cutscene in which the 
jfsiers ravaging the land. Aya and Capell explain 
• *r-j the great danger posed by lunar rain and 


MISSION WALKTHROUGH 


There's not much to do in Fayel other than shop for items and upgrades and take on one side 
quest before your meeting with Aya’s father, the emir, in his private chambers. However; there is 
ne thing you can do now that you couldnl the previous times you were in Fayel. 
























MAIN fiTORV WAl K'l HROUOH 



LUNAR RAIN & 
VERMIFORM 

Unfortunately, the emir's plans have included increasing his people's lunagfyph potvers to fight the monsters, hut he trusts his daughters word on the 
matter and dispatches anstos to halt the process. However, he refuses to send help to Sapran. 1 home to the unblessed ." This angers Capell, who rushes 
off to help Sapran himself. His loyal Liberation Force mates follow. 



_ 

HURRY TO SAPRVN 

. 

Your objective bEre is to cross the increasingly dangerous 0 radian Dunes to besieged Sap ran 


































HP • 17740 

fql * m exp * 1000 


Brown Orogo Warrior AP 5 


wSM 


Reached Sapran within 3 minutes. 

)ffl% 


30 JM 


MISSION WALKTHROUGH 


ACTION CHECKLIST 

J * Cross the Oradian Dunes south to Sapran. 

2 • Enter ihe b esie g« d vlllage. 

NEW SIDE QUESTS AVAILABLE 

None. 

PRIVATE EVENTS AVAILABLE 

None. 


Head northeast up the canyons, then veer south ^t the oasis area and head 
through the rock arch with the Sapran sign at its base {the same one you 
passed on your earlier trips to Sapran). From there, continue south to Sapran s 
gate. Your arrival triggers a grim cutscene; Sapran is under assault! 


ENEMIES 


HP * 4722 

FOL * 350 


EXP * 550 




Hustle across the dunes to Sapran. Don't waste too much time 
monster-hunting when lunar rains start falling Be quick with the lunar 
suppressant if vermification overtakes one of your party members. 
Remember, Cap el I is unblessed—he has no lunaglyph—so the rains 
don't affect him. So you're always able to dispense suppressants if 
necessary. 


HP * 15000 

FOL - 500 EXP * 950 





































DEFEND SAPRAN! 



PRIVATE EVENTS AVAILABLE 

None, 


i HP * 15000 
POL * 500 EXP • 950 













MISSION WALKTHROUGH 




Follow the anti-vermiform strategy you’ve been using-play Percipere to reveal the first vemuforms to your party, then Connect to someone and use 
Symphonic Blade to get in a lew blows. After the first enemies fall, the team splits up to look for survivors. Capell sprints oft looking for Faina and Leif. 













MAIN '■Tony WALKTHROUGH 
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To Oradian 
Mountains 


To Oradian Dunes 


MISSION MAPS 

Q Dominica 
Q Aspiring warrior 
^ Throne room 

LEGEND 

^ Save Point 


Caslle: IF 










































FAYEL ESCAPE 


Before leaving for Sapran. Aya made a verbal slip when talking to "Lord 
Sigmund" in front of her father. Now. if you talk to your comrades or other 
folks in town, you'll notice that the Fayel citizenry has noticeably cooled in 
its regard for Capell and crew. In fact, some are catting him art imposter. 


ACTION CHECKLIST 

2 , Go lo the top floor of the palace and approach the throne room, 
2 - watch the scene with the emir. 

J . Cross the 0radian Dunes to Port Zala. 

4 ■ Approach the dock to hoard the ship for Holton. 

5 * Watch the Force’s arrival in Holton. 


\ - 

M 


In Fay el Faye I Warrior 

PRIVATE EVENTS AVAILABLE 


ENEMIES 








a SION WALKTHROUGH 



Sautan mission and viewing the subsequent 



— ii end up in Fayel with the Oratiian Dunes 


i " 

mpie task in this mission is to go see the emir 



# fie ttvrone room * 


n 




m M • ■ -C _- - 


_ 




Jk 

















OPTIONAL: NEW SIDE QUEST 

You can pick up another side quest before you enter the palace in Fayei 
this time. See 'Fayei Warrior' in Part 4: Side Quests. 


© Sapran Memorial 


Return to Sapran and enter the large building that 
looks like a lighthouse; ft's actually the village 
church. Examine the “flower pedesian in front of 
the altar to trigger a scene in which Capell plays 
a flute nocturne for Faina and Leif, Afterwards, } 
you obtain some nocturne notations. 


GO TO THE THRONE ROOM 


Enter the palace and approach the 
throne room upstairs to trigger a 
cutscene. The emir’s soldiers, led 
by Dominica’s own sister, General 
Emmie, attempt to put the Force 
under arrest The accusation: 

Cape 11 is an imposter. 


Hard to argue with that.,and so Capell doesnl But he won’t be 
"captured 1 ’ either. As the team escapes Fayei, they run into an old and very 
apologetic friend. And Capell makes an executive decision about their next 
destination: Gasan dra, the Order of Chains stronghold. 


RETURN TO PORT ZALA 


Bafbagan rejoins the party, adding some much-needed inside muscle to your 
lineup. You should be quite familiar with the Oradian Dunes by now. so it’s 
sufficient to just tell you to head back to Port Zala. (if you need a map, just 
refer to one of the earlier Oradian Dunes maps.) But it you want, you can 
first take a detour south to Sapran to trigger a somber private event. 












SHIP OUT TO KOLTON 


No new events or quests are unlocked this time in Port Zala. so just save 
your game at the inn, rest up, stock up, and then ship out This time, ail 
you have to do is run onto the dock to trigger the travel sequence- When 
you arrive in Kollon—well, as Edward puts it, "This looks familiar;' as 
soldiers meet the Liberation Force at the dock. 



IMPOSTER 























MISSION MAP 


o 

Bsibagan 

© 

Kri stater 

0 Dominies 

© 

Touma S Komachi 

© 

Eugene 

o 

Seraph ina 

© Vic 

© 

Edward 

© 

Teleporter [inactive} 

o 

KJrlya 

© Michelle 

0 

Meeting chamber (S^ala) 

© 

Savio 

o 

Aya 

© Rico & Ructia 

0 

Teleporter to Casile Valette 




































SARANDA’S 

ATTACK 


A royal misting between Fayei and Kolton is interrupted by the lady in 
red whose presence at every chain has complicated the Force's mission. 
Then it's off to a new and sinister destination, Time to take the fight to the 
Orderf This chapter is primarily a series of cinematic scenes that deepen 
the plot considerably 


INTERLUDE: KOLTON REVELATIONS 


King Miro is not pleased with what he considers your betrayal of his 
people. But Seraphina’s word carries great weight with the monarch: 
she vouches for Gapell, his purity of heart, and his mission. Then a 
surprise visitor makes an appearance in the Kolton throne room. 


ACTION CHECKLIST 


J * Watch the Kolton throne room scenes and Empress. Svala r s tales of the past, 
2 - Enter thfi palace's meeting chamber to get more back-story from Svafa. 

J - Exit the palace to trigger scenes with Eugene, Aya, and a Kolton guard. 

- Step onto the Kolton inn's upstairs balcony to visit Dominica. 

> • Lise the east tel eponer to C astl e Valette, 


EW SIDE QUESTS AVAILABLE 


i\ ATE EVENTS AVAILABLE 


v 'MON WALKTHROUGH 


ifrh. intercedes on behalf of the Feme and its mission, 
settled, Saranda makes a guest appearance. She 
sains and then tries to nail Aya with a death speil. But 


ress Svala arrives to speak with Capefl, Touma, 
Sigmund s hidden past, a tale she f s kept secret tor 










MAIN STORY WALKTHROUGH 




MEET SVALA AGAIN 

When Svala’s story is finished, yon end up outside the palace's meeting 
chamber You can go out into the city and complete tasks or shopping. 

Or. you can turn around and go back into the chamber to trigger a private 

meeting with the empress. When 
you do this, Svala asks a favor of 
CapeJI—one difficult to accomplish 
or even contemplate. Then she 
reveals sad secrets of Leonid the 
Dread knight's past as well. 


Then one more scene: a Kotton soldier appears with news from King Miro. 
Scouts have determined the location of the Ashen Chain. It's in enemy 
territory: Casandra, protected by Castle Valette, the Order's stronghold. 
This is your next destination. The Cobasna teleporter has been adjusted to 
take you to the outskirts of the castle. 

TRIGGER SOME PRIVATE EVENTS 

Now, full control finally returns to you. Two private events are available at 
this point 




EXIT THE PALACE 





Go through the palace's outer 
gates into the city to trigger 
another set of cutscenes, this 
time starting with Eugene. He's 
becoming a good friend who looks 
out for Capetl. 

Then m another 
scert Capell 
:^es to comfort 
*?a ‘ g^of 
-a -ass. 
















jfiHp FT 

They're m±aac The entire world it in danger and the poty 

ihing uft ltreat: iiotttllc*' minds »» improving Thcit pt-tC 11*5$. 
poti(i<«1 standing. 

You should forpel about thus* idiots. 


Go talk to Kinya in tho 
general shop. Ho rails 
against the idiocy of 
politics. When you get a 
dialogue choice, pick the 
one that suits you best. 
Either choice increases 
your emotional bond with 








DOMINICA’S PROMISE 

Enter the inn and go upstairs, then step out onto the balcony to trigger a scene with Dominica. She makes a vow to protect Aya, 

■RM 


TELEPORT TO CASTLE VALETTE 


Go throx' : e: p xr. Reporter ©on the map) and use it 

to reach Castle Vatene 


Stock Up on Antidotes 


r Holton for Castle Valette, buy up a good 
r ac The castle features a number of poison 
> you can avoid all of them if you follow this 

































MAIMMIIHV WAUHIHOUaii 



MISSION MAP 


LEGEND 

0 Start 

0 Skeleton ambush! 

Route 

© Iron box mimic 

0 Envy 

fg) Gold Chest 

0 SXe feton a m bosh f 

0 Beg in Cha m bar of Eleme nfs 

Wooden Chest 

0 Trial of Colors orb 

© Iron box mimic 

Jeweled Cabinet 

0 Trial of Colors orb 

© - © Crysial ball puzzle 

A Save Point 

V 

0 Skeleton ambush! 

© Crystal ball puzzle (play Percipere to reveal} 


0 Trial Of Colors orb 

© Sa rand a a nd th e Ashen Ch ain 













































































SIEGE 

This chapter takes you to the Ashen Chain through the puzzles, traps, and 
skeleton troop ambushes of Casandras key defensive structure, Castle 
[/alettes grim. dark, bat-infested fortress. 


DESTROY THE ASHEN CHAIN 
IN CASTLE VALETTE 

Led by Capell, the party enters the dank underground fortification. Be ready to face tough Order of Chains troops 
and plenty of flyers called iifesteaEers. plus a few waves of supernatural foes. Vou II also encounter three types of 
color-themed puzzles. 



ACTION CHECKLIST 

/ - Su rvrve t he skull soldier am bu sh es. 

2 - Optional: Soive the Trial of Colors to open three secret doors leading to 
treasure chests. 

J ■ Defeat the great licit. Envy. 

2 ■ fJeg obate th e Ch a m ber of Elements maze. 
y * Solve the crystal ball door puzzles to advance. 

(y • DeieatSarartda and destroy the Ashen Chain. . j 

NEW SIDE QUESTS AVAILABLE 

None 

PRIVATE EVENTS AVAILABLE 


ENEMIES 



Order Mage ™ 2 


-4D0D 

^ FOL * BOO EXP - 1000 



Order Fencer Ap 2 

HP * 9000 

FQL * 1150 EXP *1500 



Lifesteaier 1 


HP * 1500 

PUL ■ 400. EXP ■ 500 


A 

Burning Lantern )*M 

'U 

HP * 4240 

FOL * 5G0 EXP • 844 


#a 

M 

Skull Knight r ‘ p 2 

HP * 6240 

FOl ■ 130D EXP * 1300 



Skull Soldier '"*2 


M 



HP *3000 

FOL • 800 

EXP * 400 

Dancing Sword 1 1 

HP • 25 DO 

FOL * 410 

EXP * 850 

| Dancing Crossbow AP 1 1 

- HP * 8240 

FOL * 4G0 

EXP *800 

1 Envy 

m8g-\ 

HP -230000 
: FOL* 4100 

EXP - 8440 

| Saranda * 


HP • 250000 

F0L * 4100 EXP * 8440 


* ISSION WALKTHROUGH 


: C arper o\ Elements maze about 
ugh, the route through Gas lie Va letta 
ear. with six secret side chambers 
■ - ua&te ferns in treasure chests. 

■ _.: jr team to ttuee full parties 
party so y ou can open locked 
:: arrd also snag an out-of- 

- castle Then watch as two 
: -5 : &■ f exit teleporter behind you! 


1 —- 1 '-- lrJ ~ 
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•fit-;., mki 

-|«w’a tL^xr SaiiUr. 3irf=i 
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Oodge the Hydrop! 


Keep moving throughout the Prst skeleton ambush. An Order 
mage drops Hydrop spells on you tram the other side ot the 
force field during the battle. You can t reach her until after 
you clear out all skull attackers and the barrier deactivates. 


if your shot hits the orb while its light is red, you trigger 
the release of a swarm of dancing swords and crossbows 
that start attacking you. 

if your shot hits the orb while its light is btue r the door 
below the orb opens, giving you access to three treasure 
chests. 


Bones and Air 


Skull soldiers and knights are particularly susceptible to the 
air element, as is their summoned Envy. Use enchantment 
skills to imbue your party members' attacks with the air 
attribute before entering large rooms that look like possible 
ambush areas. 


(Note: tie best timing seems to be firing just as the light turned red- thi 
makes the shot hit just after the tight switched to blue. However, your 
experience may vary.) 


Ygu‘11 run into similar Envy-directed skeleton ambushes in two more 
places {at 0 and 0 on the map) as you move through the castle. In both 
cases, the area is sealed off until you defeat ail of the skull knights and 
soldiers that spawn into the room. 


You II runinto similar Trial of Color chambers in two other locations fat 

0 and 0 on the map) as you move through the castle. Solve both in the 
same manner. 


BE AMBUSH-READY 

e Drier mages who cut off your escape route are joined by a squad of 
: "5- fencers as well, and the passage is sealed off by force fields; wipe 
them at! out to unseal the way forward. This ambush is a sample of what 
ties ahead. 

Fight through bats, soldiers, and one sneaky iron bo* mimic (at © on the 
map. until you reach the first targe chamber (at Q on the map). Again, 
the exit passages seal shut and a deadly liche named Envy appears to 
summon wave after wave of skult soldiers and knights. Don't waste your 
time going after Envy; you can't 
attack him now, and he disappears 
in seconds. (You'll get your shot 
at him later, though.) Just whack 
away at the bony guys until they 
stop appearing and the force field 
barriers dissipate. 


OPTIONAL: 

SOLVE THE TRIAL OE COLORS 

In the first side chamber (at O on the map), you find some "strange 
writing" projected in blue light on the wall. Examine it to read a riddle 

suggesting that red is bad, blue 

is good. Now spot the lignted orb 
over the closed door across the 
™ m - IE af te- r nate)y glows red and 


Now Connect to a party member with a ranged Connect action that you 
can aim iboth Aya s Ravaging Raptor and Kama chi’s Honeysuckle works 
well) Activate the Connect action, move the targeting reticule over the 
orb and shoot. Depending on the orb s color when your shot hits, the 
foil owing happens: 
























i I 

DEFEAT ENVY 


When you reach 
the northeast 
corner of the map. 
Envy appears and 
summons another 
ambush of his 
skull troops. But 
this time, he joins 
the fight himself. 
Focus your attacks 
on Envy so he 
can’t summon any 
mors skeletons. 
'Remember that 
Envy and his skull 
troops are weak 
against the air 
element. Be ready 
with holy water to 
dispel the Curse 
status ailment as 
well. 





The riddle sequence begins with red 
to white (‘'crimson flame engulfs 
the alabaster bird”), so turn left and 
approach the white door to open it. 
Continue moving from door to door 
following the gems that correspond 
to the colors In the riddle sequence, 
then repeat the sequence a second 
time to get through the maze 
without error, (Or you can just 
follow the elegant map here.) If you 
do make a mistake, you trigger a 
trap that poisons the party, stuns 
everyone, and teleports you back to 
start over. 



c miATION BONUSJj 


Solved Chamber o! Clements wilh no mistakes. 



SOLVE THE CHAMBER OF 
ELEMENTS 

Just south of the save point you find more “strange writing” projected on 
me wall. Basically, this riddle lists a sequence of colors that goes in the 
following order: 

Red i, "crimson flame") to white ("alabaster bird^ to blue ("azure skies") 
?g yellow (“amber lands") to purple (“onyx seas"j to red ("wild fire”), then 
tpeat the cycle, 

approach the door with the white gem; it opens auto matte ally. Walk 
me red glyph in the next room's center. When all party members are 
_ standing on the red glyph, it dims 





ZM l ... =_ / ^ _ L _St 









































SNAG THE INSTRUMENTAL SWORD 

You exit the Chamber of Elements Into a room with a raised walkway 
across its center and skull troops posted everywhere. Order mages are 
up an the balcony, slinging Hydrop spells down at you. Fortunately, 
one of your other parties Is up there too. Keep moving to avoid getting 
“Hydropped" until your comrades up on the balcony eliminate the mages, 
then focus on clearing out skull knights and soldiers down on the ground 
floor where you are. 


The trick is to whack one crystal ball to briefly lock jn its color, then rush 
to the other bail and hit it when it turns the same color as the first, If you 
hit both crystal balls so that they're locked into the same color, it triggers 
an event associated with that color: 

O ff both crystal baits are locked into red. a smrm of 

dancing swords and crossbows appearand attack you 

© ff both crystal balls are locked into blue, the smaller door 

opens, giving you access to a trio of treasure chests. 


Now, spot the treasure chest up on the balcony lf$ out of your reach, 
so Connect to Koirriachi and use her Honeysuckle sk II to snag the item 
from the chest: a sleek weapon known as an Instrumental s word." It s 

probably more 
powerful than 
your current 
sword, so equip 
It on Cape II 
immediately. 


SOLVE THE CRYSTAL BALL 
DOOR PUZZLES 


After you ger through the first crystal bail room, you come to two more fat 
© and © on the map) that work exactly the same. (In the third room, 
you rnusi use the flute tune Pererpere to reveal the two crystal balls.) Use 
the same method to first open the side doors and gain valuable items from 
diesis, and then move on. 

D E F EAT SA RAN D A AN D D E ST ROY 
THE AMBER CHAIN 

Once you get past the r crystal bail room, follow the winding corridor 
to the chamber where Samnda protects the Amber Chain s link. Aya and 
Dominica in panicuiar are ready to tangle with the woman who so brutally 
attacked Sharukh, 


Soon you come lo a room (© on the map) with more strange writing on 
the wall. Read the riddle—it suggests that red is bad. blue is good, and 
green is the way forward. You also see two sealed doors and two crystal 
balls, each alternating between 


red* blue* and green. When you hit 
either crystal ball with your sword, 
for a few seconds the ball stays the 
color it was when you hit it. 


if both crystal balls are locked into green . the larger door 
opens ; letting you proceed to the next area of the castle. 
















SJ71M770A/ BONUSIt 


S2 r 3nda within 2 minutes. 


After the fight Saranda expresses her primary motivation for all she's 
done—a motivation that strikes a surprising and sympathetic chord with 
Aya. Then Capell makes his final approach to the Ashen Chain, which 
triggers a mighty shock wave that shatters the castle's very foundation, 
forcing the team to escape into the Plodhif Caverns below. 


So. if you're not that interested in the lunatite and mercuries metal 
earned as a Situation Bonus for beating Saranda quickly, then consider 
asog Capell largely in a support role. You can sneak in some combos 
i Saranda s lulls, but focus on watching like a hawk for her spellcastinj 

animation, then quickly play 
Prudentiae to shield your team. 


There’s nothing wrong with hang 
back and Jetting your powerful 
friends sKewer the red sorceress 
while you protect them from tbe 
worst of tier magic. 


0ut remember, only you (Capell) can attack the Ashen Chain Itself, As with 
previous links, your task is to attack the boss unfit she's stunned, then 
hustie to slash away at the chain's link until Saranda revives and puts her 
force field back up around it. Keep in mind that ynu have some help front 
your secondaiy party comrades in this fight. So there are plenty of folks 
hitting Saranda. Your job is to protect them, then hammer the chain 


£y now you should be adept at recognizing the lulls in boss foe attacks 
aim taking advantage of them by launching your own counterattacks. But 
Saranda s magic presents a new challenge that calls for increased use 
o? Capeirs protective flute tune 
Pmdentiae. This song s dome of 
protection wards off tier spells such 
as Pyrgeddon mi can inflict great 
area-gf effect damage, crippling 
your entire party in one felt swooo. 
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PARI 



MISSION MAP 

O Start 

Q Juggernaut centipede! 

© See rest oi party 
O ■ © Juggernaut centipede! 
© False wall (play Percipere) 


© False wall (play Percipere) 
© iron box mimic 
© Juggernaut centipede! 

© Centipede & Baibagan 
© Cracked rock 


LEGEND 

^ Gold Chest 
9 wooden Chest 
Jeweled Cabinet 
^ Save Point 



Mercuritis metal 
Crystal :ie metal 
Werarary neimet -;out of reach} 


D 

Genius's quill (out of reach) 

£ 

Red berry powder (trap!) 

F 

Radmuvus cloth (locked) 


G 

Mysterious medicine 
(reveal with Percipere) 

H 

160,000 Foil 


White berry potion (trap!) 
Empyrean cloth (behind rock) 



































TO 

CASANDRA 

You-re in the home stretch now. The heartland ofCasandra rsjust through 
the old cave system hemath the fortress. But fora short time you 're on 
your own. thanks to a rare rumbling monstrosity known as a juggernaut 
cermpede. Beyond that He the Plena Marshlands, home to many slimy beasts 
using trow the coastal mters . 

PASS THROUGH PLODHIF CAVERNS 
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!“ y ' 3 SaW P ° ,m is in ,,le first ™. ^ is Genma with the welcome offer of rest and re-supply be 

-I " *T T *”* 3n<1 an ° e ' e3fPiCl< d ° SeS CtHjnteract Poiso " Unhearing status aiimems This 
straightforward and rerreshmgiy simple mission sends you through the bug and bat filled ancient caverns alone... 


ACTION CHECKLIST 

/ ■ Fight your way through Plodhif Caverns alone. 

2 * Reunite wilh your party. 

3 - Exit into the marshlands beyond. 


enemies 



NEVV SIDE QUESTS AVAILABLE 

None. 


PRIVATE EVENTS AVAILABLE 

None. 
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TOCASANDRA 


















MAIN STORY WALKTHROUGH 







WORK YOU R WAY TH ROUGH 
TH E CAVERNS 


Nothing too tricky about the Piodhif Caverns. Just get through them, 
fighting oft insects, bats, and snakes, and suffering the occasional bull rush 

of the juggernaut centipede. (The 
big bug’s runs through the walls 
may hurt a bit, but they also keep 
clearing the path ahead,) While 
it's not pitch-black, it is dark in me 
caverns, so you might consider 
activating a sun stone. 


REUNITE WITH THE TEAM 


When you reach the final passage, you trigger a cutscene in which 
Balbagan takes care of your ongoing centipede problem at last. Now you 
can reconfigure your party and save your game in the big cavern. One 
good idea Is putting Komachi and Balbagan in your new party so you can 
tiy the next step. (You can substitute Gustav for Balbagan too.) 


Soon after you start, you see your party 10 on the map) across an open 
chasm and make plans to meet up 
again. Note the treasure chest next 
to them; you can come back with 
Komachi later and use Honeysuckle 
to open it. A little further beyond 
that, the big centipede rumbles 
up from behind you and smashes 


through another wall. 


Continue through the new hoie into 

another passage, fighting off the poison-spitting forest rachnuvae and their 
larva swarms plus a few snakes en route. The larvae spew out a status effect 
called Deafening Spray that inflicts Unhearing on you, rendering your flute 
useless, so use your Creation skills to cast an antkmhearing enchantment 

on yoursetf 
when you get a 
moment. (You 
should have 
plenty of the 
bat wings you 
need for this 
enchantment in 
your inventory.) 


At two separate places in the 
caverns (O and 0 on the map), 
you’ll hear the telltale sound and 
see the rippling effect that indicates 
a hidden object. Pfay Percipere to 
reveal some false walls. Behind 
one wall (at 0) sits a chest with 
16D.G00 Fob..but also one nasty 
iron box mimic, so stay sharp. 


OPTIONAL: SNAG THE 
INACCESSIBLE CHESTS 

Several treasure chests along the cavern route were either locked or out 
of reach. Once you reconfigure your team as suggested, first Connect to 
Balbagan and use his Gigatackie to smash through the cracked rock (at 
Q on the map! near the save point and plunder the chest stashed there, 
(Gustav's Explosive Ride works to smash through cracked rocks too.) 
Then. Connect to Komachi and go back into the caverns to open the one 
locked chest and then snag the contents of the two out-of-reach chests 
using her Honeysuckle skill. 




fee 


EXIT INTO THE PIERIA MARSHLANDS 


Now simply head northwest to exit the caverns into the rainy, ruined 
marshlands of Pieria. 




















MARSHLAND MENACE 
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The bleak marshlands ot Pieria are close enough to the final chain that the wetlands now host an endless infestation of monsters-and we mean, literally, 
endless- As you’ll see, this actually can be beneficial for your party's long-term health as you head into the final confrontations beyond Pieria. But first you 
must defeat ttie dragon of the marsh, 



MISSION MAPS 

Q Start 
Q Dragon! 

0 Cracked rock 


0 Teleporter to KoSton 

0 Teleporter to 

Underwater Palace 


LEGEND 

Wooden Chest 
Gold Chest 
Jeweled Cabinet 
A Save Point 


S - 


ACTION 

CHECKLIST 

f ■ Defeat the dragon, 

2 ■ Optional: Spend time leveling up 
near the water. 

J . Watch the Force party c uf scenes. 

^ . Optional; Teieport back to Koiton tor 
final preparations. 



Glutton hide (Dwindle top!} 


Mysterious medicine (Locked) 


Big i- , ► sn- ■ |3onDtr?o!,' 


Casandra banaDple 


Dragon eye (.Locked! 


Dragon hide 


White berry powder (Behind rock,! 


Treasure Chests 

I Atlantis metas (Out ot reach i 


NEW SIDE 

QUESTS 

AVAILABLE 

None. 

PRIVATE EVENTS 
AVAILABLE 

Mona. 


ENEMIES 




Blue Drogo Warrior AP 5 

Sfcf 

HP * 10700 

mi * 1500 EXP * 1878 



Mantifish 


HP ■ 5300 

FOL ■ 650 


API 


EXP • 700 


1 


M Dragon 

AP - | 

f 1 HP - 160000 



FOL * 4300 EXP * 6760 








































SITUATION BONUS! 


Moss Glutton 

© 10000 ® 1000 

Gluttons are big, lumbering targets, IfCapeH begins striking 
one, with the right sequence of attacks be can sustain a combo 
until any of them are bend. With Cutting Gavotte assigned as a 
battle skill, simply start striking a glutton with ®®®@ for 
Dancing Rhapsody, then immediately press and hold whatever 
button Cutting Gavotte is assigned to. tffepetf doesn 't have 
enough AP to launch the glutton, begin pressing® over and 
over again as Cutting Gavotte ends—a new string of attacks 
soon creates a combo on these big foes even without ally 
assistance. Chain Into another Dancing Rhapsody to Cutting 
Gavotte, and wash f rinse t repeat until the glutton is either 
launched or defeatedl 


MISSION WALKTHROUGH 


Thrs mission wastes no time in getting to the point Moments 
after you start climbmg uphill from the Plodhrf Caverns exit 
to the open rnarsh, you trigger the appearance of the great 
dragon. Then you can reconfigure your party. With a number 
of locks d/trapped chests oul in the marshes, it's best to put 
Komacfu or Vic in your party, although you can come back for 
these chests later if you want. 


DEFEAT THE DRAGON 


Defeated the dragon within 2 minutes. 


Yes. the dragon is very powerful, as you would expect. But he’s a slow 
turner, and he can't hit you if you're behind him. So keep running in circles 
around him. then hit him from the side or back. This tactic is complicated 
by the hostile marsh minions that clog the area, so you might need to 
Clear them out to create more room for your dragon-circling. The dragon 
is very weak against the water element, but absorbs fire. If Rico is in the 
party, have 
him use Hydrill 
and Hydrain to 
speed up the kill. 

Unfortunately, 
no character 
grants water as 
a Symphonic 
Blade element. 


OPTIONAL: DO SOME "FARMING” 


You can also Connect with a Trapmasier(Vic or Komachi) if you have are 
in your party and open all chests in the area. Some are locked, and some 
are trapped. 


Farming is gamer slang for camping someplace where enemies spawn 
and wiping them out for their drop items and EXP. This marsh is one such 
farming location. The moss gluttons, blue Qrogo warriors, and mantifish 
mst keep coming out of the water, 
so you can hack away and keep 
eve ling up for as long as you want. 






















HEAD UP THE NORTHEAST CANYON 


When you've finished with the marsh, head northeast up the canyon to 
trigger a cutscene. The team fights through the driving rain toward the 
Underwater Palace, but Eugene convinces Cape!I to take shelter for the night. 


This leads to a long series of scenes in which we see individual party 
members prepare for the coming battle and muse on the state of things. 
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THE NEXT MORNING 
GO MEET THE TEAM 


-t: the last cutscene with Capeil and Aya, you 
ere up just outside the temple-like structure 
or the promontory above the marshlands, 

- far from a save point Save your game 
and head down the narrow pass until you find 
toward, Eugene, and Dominica waiting for you, 
Approach them to trigger a culscene—the entire 
team gathers, ready to move out. 


OPTIONAL: TELEPORT BACK TO KOLTON 


By now you've probably accumulated a lot of cash, perhaps even hundreds of 
thousands of Pol. Before you head off to your final set of battles in the Underwater 
Palace and beyond, you can hop aboard the teleporter (at 0 or the map) next to the 
tempi e-like structure and warp back to Kolton. 

You can stock up on supplies and upgrade equipment in Kolton. or you can cross the 
timberlands and shop in the better- stocked Halgita marketplace, Don t hoard your 
money now! If you haven't been steadily gri nding out 1C items using your party s 
rvaftinn skills than vnu ri better buv the best equipment you can afford. Be sure to have 


TELEPORT TO THE 
UNDERWATER PALACE 


Once you’re ready to fight, climb up the narrow canyon that leads to the 
teleporter overlooking the ocean (at 0 on the map). Your approach 
triggers a final outscene as the party mangels at the sight of the stunning 
Underwater Palace, When control returns, step onto the teleporter to zap 
over to the palace. 













SHOWDOWN 

The Underwater Palace Is packed full of formidable foes on level after level, including great 
brutal beasts of enormous power: And at We top waits your nemesis, looking fora final 
chapter to this story.,. 


r'« 



REACH THE ONYX CHAIN 

T* s marathon mission opens with a boss fight against an Order knight, then sends you up the many levels of the 
Underwater Palace in a series ol fights against enemy swarms and powerful sub-boss foes until you reach the 
7 night himself at the base of the Onyx Chain. 


ACTION CHECKLIST 

J - Defeat Isksn du Bal. 

2 ■ Rght your wsy up the pa lace’s eig ht levels 
j ■ Defeat KaratI eos, 

4 • Meat the Dneadknight. 


NEW SIDE QUESTS AVAILABLE 

None 

PRIVATE EVENTS AVAILABLE 

None. 




ENEMIES 




Iskan du Bal «■ - 


HP - 350000 

FQL * 5000 EXP - 9000 


Fountainheak . jff 2 


HP * 7000 

FQL * 650 EXP • 700 


HP * 17300 

FDL- 1500 exp * iaoa 


f\m 

I*:- 


Veld the Evil Eye # 1 


120GOQ 
FOL * 4000 EXP *5000 



Order Sniper " 2 


HP - 4600 

FQL - 900 EXP * 950 



Order Sorceress Sf 2 


EXP * 


Frost Gigas Ap 7 


HP - -15000 
FQL * 1670 EXP 1 2000 


Queen Wasp AM 


HP ■ 5000 

FQL *800 EXP *1000 



Lava Glutton w 6 


HP * 13930 

FOL* 1150 EXP-1300 


HP *277777 

FOLMDDD EXP -50Q0 



Skull Warrior «f2 


EXP • 600 


\ 

Flying Sward w 

1 

HP - 3000 

FOL • 200 EXP *300 




* 3S7250 
F0L • 4000 EXP - 5000 


Karattios «•* - 


HP * 25COQQ 

FQL * 4700 EXP *7000 


Leonid Hie Dreadkoight a 


HP *300000 

FOL * 4700 EXP -0000 



Order Officer AP 2 


HP * 10000 

FQL * 900 EXP * 900 



Rib Forager 


HP * 1 B 0 D 0 
FQL * 0 


AP - 


EXP * 0 


MISSION WALKTHROUGH 

Your ultimate goal is to reach the Onyx Chain at the top of the palace. Bui you've got a W of fighting la do 
before you reach IL And it all starts with an Order knight in the very first chamber. 



SHOWDOWN 
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MISSION MAPS 

0 Teleporter to Pieria Marshlands 

0 Iskan du Sal 

0 0 Side routes taken by 
secondaiy parties 

0 Teleporter to & 

0 Teleporter to 5 

0 Founts inbeak & garm 

0 Teleporter to 9 

0 Teleporter to S 


© Veld the Evil Eye 
0 Teleporter to 12 
0 Teleporter to 11 
0 Order troops S frost gigas 
0 Teleporter to 15 
0 Teleporter to 14 
0 Orthros 
0 Teleporter to 18 
0 Teleporter to 17 


0 Queen wasp & lava glutton 
0 Teleporter to 21 
0 Teleporter to 20 
0 Greed S minions 
0 Teleporter to 24 
0 Teleporter to 23 
0 Save point & Gen ms 
© Teleporter to 27 
0 Teleporter to 26 


0 Kraken! 

© Teleporter to 30 

© Teleporter to 29 

0 Karathos & Leonid tfte 
□ read knight 

0 Onyx Chain 

* Note; The save pant near ttie Onyx 
Chain appears onty after you mn the 
ffh3i toss battfc. 


LEGEND 


Jeweled Cabinet 
^ Save Point 


Treasure Chests 


A 

Solar necklace 

B 

Feebie cape 

C 

Phoenix feather jac^csl 

D 

Eesbi? wristband 

E 

Phoenix feather hoofl 

m 

Phoenix feather boots 


AmarJisla 

H 

Sovereignty ring 



o 0*0 
o 







































































Iskan fights much like Sigmund did, including^ wide, sweeping sv/ord stroke called Heraldic Edge that can 
strike your entire party with a single vicious swing. Keep your distance until Iskan completes this attack, then 
counter quickly with a good combo to get hlrn^eling. Dodge away quickly before he unleashes his swing 
again! Note that fskan is weak against the earth element, so consider an enchantment that adds the earth 
attribute to your physical attacks or use Symphonic Blade while Connected to Eugene Touma. or Komachi, 

and unleash Eugene's Geoclaw on the 
Order knight 


Note also that you can earn a big EXP bonus if you let someone other than Capeli 
strike the finishing blow against Iskan. ft isn't easy to judge when iskan is on his 
last legs, so consider hanging hack after the first minute of blows and focus on 
providing support via flute. Pruderrtiae won’t help much because Iskan's primary 
attacks are physical rather than magic, but remember that other tunes like Valera 
boost your party's stats Of course, you need a good healer in your party to pull 
this off. 



Didn't finish off Iskan via Capeli. 


fr miiumrar-i.i- wm. . 

* 


After the fight, iskan reveals some shocking information about Capeli and 
Lord Sigmund that puts the adventure in an entirely new tight. Then he 
pays homage to the memory of pre-Dreadknight Casandra one last time,., 
by helping Capeli and the party into the heart of the palace. When the 
cutscene ends, proceed through 
the newly opened doors to the next 
teleporter, which zaps you up to 
Level 1. (Don't miss the treasure 
chest behind the teleporter, 
though.) 



SHOWDOWN 
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DEFEAT THE LEVEL 1 FOES 

Mow your daunting task is to work your way up the eight levels of the 
pafaca Your two secondary parties do so as well, fighting beside you up 
separate hut parallel routes. Each level's basic layout is the same, so your 
tasks on each level are the following: 

0 Move up a long staircase to s central haft fitted with 

enemies (except level 7, which features just a save point 
and Genma). 

O Clear the central hail of foes. 

© After the fight pwdeelf into an antechamber to nab a 

valuable item in a treasure chest {except at level 4). 

0 Continue up another fong staircase to a teleporter, which 

warps you to the next level of the palace 

Yon encounter a different set of foes in each level's central hall. Some 
are collections of regular enemies, but a few are powerful “sub-boss 1 ' 
types. The first 
level's central 
haii features 
flyers called 
fountainbeaks 
along with a 
new type of wolf 
called a garm. 

Afterwards, step 
through the 
hall's exit doors 
and open the 
treasure chest to 
acquire a feeble 
2 U 4 cape, Equip it 

right away on 
your party's 
primary healer/ 
magician. 




DEFEAT THE LEVEL 2 FOES 

This level features two sub-boss “eye” creatures who are collectively called 
"Veld the Evil Eye." Fight these eye-beasts just as you did their cousin Kron 
way back in Vespiume Tower; keep 
circling to hit them from the side 
or back. For magic damage, stick 
to aether speiIs—other elements 
are ineffective. The treasure 
chest in the next room contains a 
phoenix feather jacket 

DEFEAT THE LEVEL 3 FOES 


This level features Order troops 
i officer, sniper, and sorceress) 
and two frost glgas in the central 
hall. The treasure chest in the next 
room contains a feeble wristband. 


DEFEAT THE LEVEE 4 FOES 

This level features an orthros in the central hall: you see it transported in 
from the Cobasna Timbertands, Fight him the same way you did back rn the 
jungle. Stay away from in front of the orthros. whose Charge is lightning- 
quick and deadly. As always, keep circling around to the side and back, but 
hustle away when the beast unleashes its all-directional fire attack. As with 
the dragon not too long ago in Pieria Marshlands, abuse Hydrill and Hydrain 
if available. This level has no treasure chest in the antechamber. 
















DEFEAT THE LEVEL 8 FOES 


This level's central hall features a huge tentacled monster called a kraken. 
As with other large toes, the kraken is a slow turner. It you can keep 
circling and hitting without letting him face up on you (where he can strike 
you with Ink Blast), you can patiently wear him down while taking little 
damage. Be ready to dash away when the kraken starts rapidly flapping 
Its tentacles, an attack that lets the big squid-beast nail you with multiple 
painful hits. Earth damage is very strong against the kraken, while water is 
not. The treasure chest in the next room contains a sovereignty ring. 


DEFEAT THE LEVEL 5 FOES 


This level features queen wasps 
and lava gluttons in the central 
hall. The treasure chest in the next 
room contains a phoenix feather 
hood. 


DEFEAT THE LEVEL 6 FOES 

This level's central hall features Greed, a powerful conjuring lich {like Envy 
hack in Castle Valette), and the skull warrior and flying sword minions that 
he summons. Greed is also surrounded by a screen of rib foragers that 
you must smash through to reach him. Hammer away at them, but pull 
back when they turn red and start spinning, as this inflicts great damage. 
Like his lich brethren. Greed is susceptible to wind magic—if Rico is along 
and at least level 37, Voitscourge can punish Greed heavily, while Rucha’s 
Pyrburst (learned at level 36 ) is able to make extremely short work of 
the waves of rib foragers. The treasure chest in the next room contains 
phoenix feather boots. 


DEFEAT THE DREADKNIGHT 
AND HIS PET 


DEFEAT THE LEVEL 7 FOES climb the last set of stairs and teleport up to the top room of the palace 

in meet none other than Leonid. Go get him! He has a big buddy, aturtie- 




















his fight starts as a duel with the mighty but lumbering Karathos. This is yet another occasion in which your 
primaty .ache should be running in circles around the beast to strike from the side or behind. Like the fcraken 
this MOW. has a ^ stow turn rate Don't get caught in front, or he'll ram yuu with his head or spit out’ 
U V oison Rain special attack. When you're hitting him at close range, be prepared to dodge away when 
jratitos goes into his Jet Spin, which can knock you down hard. Note that Karathos is weak against the earth 
attribute and strong (as you might expect from a turtle) against water. 




fleer me monster drops (you gain a sturdy Karathos helmet when he does 
Dreadknight This is a relatively straightforward encounter. Slay clear ot Le 
and counterattack immediately after he finishes any major special attack: F, 
to get far away, while the best way to avoid Xilltfi worth is to circle to Leon 
Bat, you get a huge EXP bonus if you let one of your party members deal Li 
as before, spend some time slashing at die Dreadknight to lower his health 
rote with your (lute, playing Valere or Obduratusto boost your teammate’s 
Leonid is hall-resistant to earth and water, so use other elemental spellsara 


SITUATION BONUS! 


Didn 't finish off Leonid via CapeiL 


Auer the cutsceoe. use the save point and proceed through the doors 
directly ahead to the base of the Onyx Chain. (This is your last chance to 
save until the end of the stay, so use it! > Watch as Capell takes his best shot 
at ihe chain.. and then the team figures out what the next step should be. 


After the battle, Leonid seems pathetic and beaten, but he revives with an 
"fusion of red power bestowed from somewhere above! The bell tolls, and 
= light appears in the sky. .. 


























Here it is, your final mission. All you have to do is defeat two of the most powerful forces in the known universe. 
Good luck! 



HUBRIS OF VEROS 





















ACTION CHECKLIST 


NEW SIDE QUESTS AVAILABLE 


1 * Del eat Leonid. 

2 * Befea! the moon god, 
J * Watch the finale. 

ENEMIES 


None. 

PRIVATE EVENTS AVAILABLE 

None. 



Leonid - 1 

hitf i Veros » -1 

u t * * 

Nethermyrmftion Ap - 1 

HP ■ 3QOGOQ 

HP-100000Q 


HP - 42000 

FOL - 6000 EXP * 9650 

-j FOL * 10000 EXP * 120DG 


FOL *0 EXP • 0 



MISSION WALKTHROUGH 


This is it the big finale. Just follow the long 
passageway through several doors and up the 
long staircase to the sanctuary where the Onyx 
Chain is anchored Then say hello to Veres, the 
moon god. the Crimson One. He presents Cape!I 
with a momentous decision. A- vision of the past 
inti tie ness Capell, and He makes his choice. 



DEFEAT LEONID AND VEROS 



Veros is not happy with Capelf's choice, and soon you face a resurrected 
and extremely blue Leonid in one last fight. His attacks va :a > me 
same as before, although he adds vicious area-of-m^:: ;? ad 

XilJfh Word and Vllth Violation. He also becomes ~~ jra :c _ a a? arracks 
for periods of lime. When these things happen, protect y our tsam ,v th 
Prudentiae and 


hold on until you 
can inflict melee 
damage again, 

As before, water 
and earth are 
less useful than 
other elements. 


SITUATION BONUS! 



Defeated Leonid within 2 minutes. 



AV * % 


V 

I J 



After Leonid falls again, it's time for the final battle of the infinite 
Undiscovery main story. Time to stand up to the ruthless plans of the 
Crimson One. 
































Veros is the final boss, so naturally tie's lough, Bui if you've prepared 
well, equipped well and leveled up your characters steadily (so Capefl 
and his party are In the high 50s to mid 60s) you should be in very 
good shape for this last fight. 

The first thing to note is that Veros is protected by a ring of colored 
discs called netemyrmidons. You cannot hurt the moon god until 
you bash through these discs. You can attacK Ihe distfs easily enough, 
but when they start rotating or spinning, baq^way! Spinning discs 
can Inflict painful damage. Bide your time and play Frudentlae to ward 
off magic attacks like Fanatic 
lueasesr until the discs are 
stationary again. Veros also 
summons faespheres to assist 
him in battle: destroy these as 
they appear to prevent them 
from assisting him too much. 



Once the discs are down, wade into Veros with your favorite battle skill and 
get in combos with your party mem hers. Soon he starts deploying fiery 
red and magnetic black orbs. Run away out to the periphery of the area 
until they dissipate, then sprint back in to deal damage to the moon gad. 
Halfway through the battle, the background begins to rotate and the moon 
god’s attacks become more powerful. If you ve survived up until now. 
however, persevering should fust be a mailer of time. 






After Veros finally falls, you’ve 
successfully completed Infinite 
Undiscovery, Congratulations! 

Watch the dramatic game-ending 
movie and the epilogue set two 
years later And here’s a big-time 
tip: Don't miss the scene after the 
credits! After the conclusion, you'll 
be prompted to save your game, if 
you’ve beaten the game on at least Normal difficulty, the Seraphic Gate 
□pens—load the save later to access this huge additional challenge in 
Koftom Beating the game on Normal unlocks Hard difficulty, while beating 
Hard unlocks the ludicrously difficult Infinity mode. 


HUBRIS or VEROS 
































THE SERAPHIC GATE 


rv adrni turn is done, wrongs made fight, and the curtain doses. But not 
— we is far from over provided you vs completed the game on 
" 'east No mat difficulty. After the find battle and the full ending, yau’fi be 
c rcmgted to save. Loading mis save places me party in the Plena Marshlands. 
H&d back to Koiton and check inside the main buildings formedy-dommnt 
iefeport&r now leads to a location known as the Seraphic Gate. 





Fighting in the Seraphic Gate spars [options from the whole game, under a blazing kaleidoscope sky-altogether, the Sensor: Sa-.e s : „„ ;han 
any other dungeon In Infinite Undiscoveiy. The foes are leaner and meaner than in the main game, too.,.while normal game enen e; tocs.tat level 50 
with around 100,000 HP. enemies in the Seraphic Gate can be as high as level 200. with HP totals up to 2.5 million ! This m is ] ; -Hard 

or Infinity difficulty, where enemy stats are multiplied by 1.2 or 1.8. respectively; on Infinity, that means an HP total of 2.5 r 



The rewards are commensurate to the risk, however—many of the :es:: sees of e:_ oment 
in the game are found in the Seraphic Gate (and many upper-: e-, zizome 
available, for that matter, once the Seraphic Gate is unlockea i The str - - ; _ 

you start equipping some of these items are startling, butne: ; _ into 
the Seraphic Gate, the harder it gets. 

The dynamics of combat change in the Seraphic Gate. too. By z ~i ;.i. ■; ne is-sphic 
Gate isopen, allies should be at least level 50. Finally. MP poo s are s-;.r to drop o?d 

staples like Cutting Gavotte and Sparrowrain. replacing the~ •• • VP-cost, 

skills like Grinn Valesti and Raven Venom. In addition to refer; •= rr : - re Underwater 
Palace, you'll find (and craft, if you’ve kept 1C skill levels op, e,=n mom gear the Seraphic 
Gate that replenishes MP overtime, making conserve: ess of a concern. Foi drops in 

abundance and money isn t a great worry after . - - ■ c | n 

Stocking up on MP-replenishment items like wh.ie berry The moral of the story is that 

you'll have to really cut loose to succeed intros odd place, but at tool you'll have the tools to 
do so. Finally, there is no mini-map or menu mar in the Ssraon-c Gate Tou'll have to get by on 
familiarity with old environments, but most areas are downsized from their original incarnations, 
or made more linear. The lack of a map really only presents a proalem m the more convoluted 
sections—in the Seraphic Gate's versions of Bihar Vines and Cobasna Timberlands. 
























IF: GRAAD PRISON 


ENEMIES 




Tiger Rachrmvus gf 4 


20000 


FOL- 1600 


EXP - 200D 


HP * 340000 

FGL ■ 104DQ EXP *13000 


TREASURE 

Jl o Me mo i rs of a wa rrior—t reas ure eft est 
q Sac riti c ial d ol I—t reas ure c hest 
^ o VI a est r o 's baton— defeat Ve mbe rt (f tn all y l } 


The first section resembles Graad 
Prison, from which Aya sprang 
Capell so long ago. Cape It's come a 
long way, but so have his enemies. 

Waves of drogo and insects 
attack as you descend the prison 
staircase. This is a good barometer 
for further progress into the gate: 
if you have trouble with these first waves, spend some time “grinding" EXP 
on them and experimenting with/leveling up different skills and spells to 
build up the party. To leave, simply step on the teleporter that brought you 
here. Our old friend Vembert is near the bottom. Unlike encounters against 
him early in the game, Vembert is no longer invulnerable, Watch out for 
his Brandishbane stomp, running away from allies when Vembert directs 
it at Capell, minimizing damage to the party. He’s extremely weak to water, 
and somewhat weak to Astro. Vembert absorbs fire completely, however, 
so muzzle Rucha if shc r s along. A teleporter beyond Vembert at the bottom 
leads to the next section. 



2F: ORADIAN DUNES 


ENEMIES 

HP • 20000 

fcl FBL*1920 EXP * 2400 





TREASURE 


£ o anfe metal—treasure chest behind cracked rock near 

.e eporter to Luce Plains: requires Ba!began or Gustav 

£ e Aunr headdress-—treasure chest inside whirlwind near 
'Reporter to Vesplume Tower roof; requires Komachi 


Every foe in the Qratiian Dunes except the gigas is extremely weak to 
aether. Against fire gigas : use water instead, if available. There are two 
paths to take from the teleporter from Graad Prison, To reach a special 
battle against an old friend, hug the left wait until you reach a teleporter. 
To advance to the next area, a 
demented copy of Luce Plains, hug 
the right wall. No boss creature is 
present in this area. If this is your 
first time in the gate. you’ll want to 
head to Vesplume Tower first, so 
hug the left wall initially. 



VESPLUME 

ROOF 

ENEMIES 


TREASURE 

£ o Pius woed—^treasure chest 
^ o Gold Derry potion—treasure Chest 

Long ago, Sigmund gave his life spiriting Leonid away from Vesplume 
Tower, allowing Capell and friends to cut the Crimson Chain and continue 
on their quest. Or did he? Sigmund and Leonid were both feared dead, but 
obviously that wasn't telling the full story, as Leonid reappears several times 
after that sequence. Here, we find what's befallen Sigmund, who stands 
brainwashed at the summit of a facsimile of the tower he disappeared 
from. If Capell can knock some sense into him. sola , Sigmund rejoins the 
group! The fight is no easy task, however, Capell has no friends to re , on 
to heal him, or to distract Sigmund. Sigmund attacks with either normal 
swings, or a few extremely damaging skills—Grinn Valesti ana Arineim. 

The key to defeating Sigmund is Deflect Drive, Anything Sigmund does 
can be parried, and only while Sigmund Is stunned after a parry car he be 
launched or floored. Parrying Sigmund's powerful ski lls Is easier said than 
done, however, and mistiming Deflect Drive often leads to Capeu losing at 
least half his life. Therefore, make it count when you do parry Sigmund—get 
him airborne and try for the most damaging juggle possible maximizing 
the opportunity . If Capell gets hit, wait near Sigmund urur he's ready to 
attack again. Then move out of the way just before he swings, causing him 
to whiff his attack. This huys time to open up the menu and quickly use a 
couple potions from the top of the item list. You might also consider keeping 
a sacrificial doll equipped, and swapping ir new ones as necessary. After 
successful completion of this fight Capell is returned to the Oradian Dunes 
segment with the option to rebuild the party—complete with Sigmund, if 
desired! His level may be acking. but the huge EXP earned in the Seraphic 
Gate helps bring him up to speed quickly. 



TOWER 




THE SERAPHIC GATE 







































,T, CE PLAINS 


ENEMIES 




Avalanche Harpy AP 2 


p 

i\ 

HP * 30000 

FOL * 2000 EXP * 2500 



Swordtail Viper F 3 


HP *28000 
FOL * 1600 


exp - mo 




Wyvern 


HP *500000 
FOL * 20000 


'ftp „ 


EXP * 25000 


TREASURE 

2 " Lubricus doth — out-of-reach treasure chest; requires Komachi 


j§ o Sa ru leu s h elm et—treas ure c lie st 





m 


© Hrotti—defeat wyvern 

Luce Plains is teeming with hostile wildlife. Harpies perch above stone 
columns* ready to swoop down, while gig as and vipers patrof the area, A 
great wyvem—bigger brother to the dragon fought in Pieria Marshlands— 
also traverses the plain. It absorbs fire (of course), but is extremely weak to 
water. It follows the same pattern as the dragon, peppering the party with 
attacks from above, settling occasionally to attack from the ground. The 
droit one of the two best greats wards, ss obtained upon defeat (and almost 
ce _ a nly becomes your most powerful weapon at this point). A teleporter at 
the opposite end of the plains from where you start leads to the Bihar Mines 
segmenL 


4F: BIHAR MINES 


ENEMIES 




BSEftS 


HP - 8003 

FOL - 1000 


EXP -2083 



TREASURE 


% ° Dragon hide—locked treasure chest: requires Vic or Komachi 


The Bihar Pdines, an optional zone in the main game, is excerpted and 
upgraded for the Seraphic Gate. It’s split into a few different re as 
connected by elevators. From the first area, an elevator up to rhe 
second. This second area has two more elevators—one to me r giiL 
another ahead and to the left. The let elevator leads to a dead arc The 
right elevator goes to another floor where traveling ahead leads r ?. 
teleporter to the Cobasna Timberlands, while a door cr the r gn* n ^es an 
elevator that leads to a teleporter to Port Zala, The Lumper foes n these 
sections aren't too different from any before them, thougn :e residents 
of the Seraphic Gate, they naturally have drastically upgraded stazs _r e 
Bihar Mines has no boss. If this is your first time in tbs Seraph : Sate you 
should explore 
Port Zala before 
coming back 
through the 
Bihar Mines 
and heading to 
Cobasna, 



PORT ZALA 


ENEMIES 



TREASURE 


2 Avifir garb — hidden chest on pier' requires Percipere 


^ □ Dragon scale—out-of-reach chest requires Komachi 































































Port Zala is relatively tame in comparison to other areas of the Seraphic 
Gate. There are a coupfe pieces of hidden treasure, but mostly Port Zala 
serves to lead to the ZaJan Coast, which can be accessed tram a teleporter 
tucked away in the buildings by the pier. 



ZALAN COAST 

ENEMIES 


Z#] 

c Q 


HP * 9000 

w* 

FOL* 1440 EXP * 1300 



5F: COBASNA 
TIMBERLANDS 


TREASURE 

$ a (Vte m o i rs of a kn to ht—i rea s ure ch est 


ENEMIES 




TREASURE 


Along the coastline, Capell and friends run into the monstrous leviathan. 
This upgrade to the knaken fought in the Underwater Palace has the same 
deficiency—its turn speed leaves something to be desired (for the leviathan, 
er/wayi. You can use this to your advantage by circling the foe continually. 

: never quite catches up, allowing you to circle and strike it repeatedly 
"Tout taking damage in return. Earth spells also can help demolish the 
f. amen much more quickly, white water spells are simply absorbed, 

Uptxi defeat the leviathan gives 
up ihe moon blade, an excellent 
uDcrad* ; cr Vic. After the leviathan 
s cerate: you must backtrack 
through :he coast and Port Zala to 
'3<e +_ e :rf* teleporter from Bihar 
Mines. 



2 ° Empyrean doth—behind cracked rock; requires Balbagan 
or Gustav 

o Gold berry potion—behind cracked rock 
J? o Safaris daws— defeat hie peiuda 











































2U 


you lose your bearings. Take great care to avoid stepping on the plant- 
like alraunes; ShriiJshrM was annoying during the main game, but eating 
it in the Seraphic Gate usualJy means multiple characters die outright at the 
very beginning of the fight. During your first run through of the Seraphic 
Sate, it's recommended that you simply hug the right wall at alf times, 
which eventually lakes you to a battle with peiuda and then a teleporter 
leading to Nolaan. Peiuda, like Masque before it. absorbs fire and befches 
potent circular fire attacks, hut is very weak to water. Keep your distance 
when it spews forth flame from its many maws, using ranged spells and 
skills when it’s not safe to attack directly. Gustav will be pleased with the 
reward from defeating peiuda: the Sabri 5 daws. If you choose to explore 
Cobasna Timberlands more fully, bring along Balbagan. as several cracked 
rocks block the way to treasure chests and mimics. 


6F: NOLAAN 



EXP • 3800 


EXP * 4100 

This short segment brings back 
memories, doesn't it? After having 
your Hi) of battling bears and 
crush ?ng crabs, take the teleporter 
® Vesotume Tower Nolaan has no 
boss or treasure. 



7F: VESPLUME 
TOWER INTERIOR 


ENEMIES 



>60000 
FOL * 3000 EXP * 6000 


Order Adept » 2 


EXP ■ 3700 




HP * 38000 
FOL * 3690 


HP * 3LOD0 



FOL * 2650 

EXP 

-3000 

Gabriel Ce 

feste 

T 7y „ 

HP • iqoqooe 



FOL - 32000 

EXP - 

’ 400QQ 




TREASURE 

$ * Charming perfume—treasure chest 
J? o Nighthawk—treasure chest 
$ o Genesis '—defeat Gabriel Celeste 

After much f ighting with 
Order minions on this 
floor, you'll run into one 
of the Seraphic Gate's two 
strongest baddies, Gabriel 
Celeste. Take a good look at 
this character, as he should 
be very familiar , dike many 

bosses, hell summon faespheres which you snouid destroy as quickly as 
possible Hell also use strong magic such as Nekrss. Hydrain, Pyrturst, 
Geocrush, and AerwhirL Depending on your party, Pyrtuirst and Geocrush 
might be strong enough to finish some allies in one shot so keep Prudsntiae 
at the ready to defied spelts. Up close. Gabrie* Celeste employs a powerful 
skill called Noble Pfay, spinning ms weapon rapidly. This is your obvious 
cue to get away! This boss has one milfion HP. so the fight will not be brief, 
As his HP gets low. Gablet Celeste begins using an electrical attack called 
Critical Flare, striking all around him in a wide swath. If you are not far away 
or casting Prudential during this attack, defeat is basically assured, so be 
careful. ’‘Genesis/ - M^chelie s strongest grimoire, is obtained after defeating 
Gabriel Celeste, A teleporter leads to Kofton just past the battle. 


_ 
































8F: KOLTON 

TREASURE 

£ o Am artiste—treasure chest 
c Atlantis metal—treasure chest 
q Pius wood—treasure chest 
^ o Fest ot Saruteus—treasure chest 

The Seraphic Gate’s incarnation of Rollon is the one safe haven for your 
party. There is a save point, as we 11 as Genma. As usual., he can sell the 
party items, or help them rest and recover from battle. Four treasure 
chests provide valuable materials and items as well. There are two 
teleporters leading to new areas—the one to Genma's left leads to Castle 
Valette, while the one past him, up the stairs and through the door, leads 
to Graad Woods. There is also a teleporter, up the stairs and to the right, 
which exits the Seraphic Gate altogether and heads hack to actual Kolton. 
Don't step through this teleporter accidently, as you'll have to trudge all 
the way back through the Seraphic Gate to get here again! Ifs best to save 
and take on Castle Valette first, since you'll just be coming back to Kolton 
before heading to Graad Woods. 


CASTLE VALETTE 


ENEMIES 


V - 


Burning Lantern 





HP - 10000 

FOL *10 EXP *1000 


Dancing Sword AP 1 


HP * 25000 

FOL * 1700 EXP * 2900 


Gold Chest Mimic AF 4 


HP - 50000 

F0L *60000 EXP * 30 


1 

Skull Knight AP 2 1 

HP * 40000 

'M 

FOL *3120 EXP “3900 


BJ 

HP • 35000 

FOL • 26DG 

EXf3san 




~r 

Atro the Cursed Eye ^ - 

HP « 2OT0 
FOL • 2500 

EXP * 7000 





Wrath 

AP - 


HP M5QQQ0 

FOL * 1970 EXP * 34000 


TREASURE 

£ a Clarldian medicine—treasure chest 
^« Gkedo taiko drum—treasure chest 
§« Discipline staff—defeat Wrath 


Veld and Kron before It, Wrath serves as the boss, and is similar to Envy 

and Greed—he calls forth a set of Rib Forager swords to guard him, and 

teleports around the room to strike, Area-of-effect fire spells tike Pyrburst 2 

can successfully demolish Rib Foragers and Wrath all at the same time, 

while Eternal Refrain (and spells like Geoclaw) can track Wrath even when 

he teleports. Upon defeat Wrath gives up Eugene’s second-best weapon, 

the discipline staff. There is no 
teleporter away from the Castle 
Valette section—you must walk 
back to the entrance and teleport 
back to Kolton before heading to the 
Graad Woods portion. 








ENEMIES 



TREASURE 


Castle Valette is crawling with undead. More dangerous, though, are the 
dancing swords., .do not underestimate these ethereal floating weapons, as 
they attack very quickly, meaning they’ll continually interrupt the actions of 
whoever they're attacking. If that character doesn’t get help from someone, 
death is inevitable. Make floating swords {and crossbows, where present) 
your total priority when they're present. Atro the Cursed Eye serves as 
; mid-boss on this stage, and can be dispensed with just the same as 


£ * Sabris garb—locked treasure chest: requires Vic or Komachi 
^ o Magic amptio — hidden treasure chest; requires Percipere 

Beware of the wolves here in the woods, as they've been upgraded 
considerably in offense from the main game, and can do severe damage or 
kill Instantly with their lunging attacks. A Teleporter across the woods leads 
to Dragonbone Shrine, There is no boss in the woods. 
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10F: DRAGONBONE 
SHRINE 


ENEMIES 




CastlG Prevant has no boss, just a lot of standard combat with 
supercharged Order enemies. As mentioned previously, go after the 
floating weapons above all else—perhaps no normal enemy in the game 
can ruin a party more unexpectedly than these. A teleporter at the end of 
this section leads to Hatglta. 




Inferno Glutton 


HP * 60000 

FOL ■ 4800 EXP * 5000 



HP * 30000 

FOL * 2400 EXP * 2500 


TREASURE 

$ p Ka rat hos su 11 —d afeat t he sesspa wn 



12F: HALGITA 


ENEMIES 


HP *550000 

FOL -3440 EXP *43000 



HP - 42000 

POL * 3400 EXP - 4300 




I HP * 50000 

FOL* 60000 EXF *3(3 



Narbear 



Green Drago Chief «■ 5 


EXP * 5500 


Dragonbone Shrine is one of the shortest, simplest areas. lt T s guarded at 
the end by a seaspawn. a similar creature to Ka rath os. It’s accompanied 
by many inferno gluttons, so take these out first before focusing on 
the big turtle. Like kraken or leviathan, seaspawn turns slowly. Take 
advantage of this by circling around it constantly while attacking. This 
causes its dangerous Killer Bite and Poison Rain to miss. However, as its 
hit points get lower, it begins turning more quickly, making this strategy 
ineffective. It also starts using Jet Sjtn, propelling itself around the arena 
and damaging whatever it strikes. Stand behind the pillars to avoid this 
attack, and keep plugging away with strong skills and earth spelts to defeat 
it. The Karathos suit is obtained upon victory, arid the way is opened to a 
teleporter leading to Castle Prevant. 


11F: CASTLE PREVANT 


\ /! 

Hal glia Soldier (F) ap 2 

HP * 360Q0 

FOL *2300 EXP *2390 




jj^| 

HP * 40000 

FOL *2400 EXP * 3000 


| HP * 60000 

J POL • 4800 

EXP *5000 

1 Order Sorceress & 2 

M HP* 3SJGC 
j FOL • 3?D‘ 

EXP * 4700 

1 Ooogadoola 

w 7 

jj HP * 120000 

J F0C -4444 

EXP *10000 

Grymon 

EH 

l| HP •SflGuX 

| FOL-7TO 

EXP * 47000 


TREASURE 

$ q Seven-star biad e—t reas lire cb est 

0 Divi n ity—hidde n t reasure ch est belli nd a tsar 
3 & Executioner—defeat Grymon 


ss Ptropem 


ENEMIES 



1 * 70000 

FOL*mi EXP *4500 



Order Expert w 2 


10000 

1500 EXP * 1050 


N 

Dancing Cross hew 1 1 

% 

Order Master AP 2 1 

HP-35Q00 

HP * 105000 

/- 

FDL* 1SOO EXP-2350 

i ** w 

FOL * 4800 EXP *5000 



Geld Chest Mimic ^4 


j WP * 5G00G 
FOL.* 80000 EXP * 30 


H 


Rockshell Crab 4 


HP *95000 

FOL * 2840 EXP * 4600 


TREASURE 


chest: requires Vic or Komacht 
easy re chest 


Here there are shades of an earlier fl gm ur : la r 

reverse. You'll have to progress past many wa.es of a antiy of 
foes before facing the toughest gigas. ana a knight daad er Than any the 
Order had to offer. The most threaten ng - - y ± e s the Order 

sorceress—these mages utilize Geocmsii Hberafly. a sped that can cause 
major trouble to multiple part,' members \ r destroy me rolling 
boulders with Prudential- At the end ct the zone 5 7 men awaits behind 
closed doors, while Doogadoola idles .vrth two na'Dears m an open area. 
If you decide to fight the king of gigas. take out rcarbears first before 
going after Doogadoola with fire see s Note mat aether is completely 
ineffective against him. Against Gr. man move laterally continuously. His 
deadliest attacks (Herafc : Edge 2 nd Crestfallen) have a "cone* area-of- 
effect extending forward from him-, When he misses with these skills, you 
have a chance to move in a rtf stnke Be ware that re also has close-range 
countermeasures in 
Flickering Sphere and 
Crushing Cube, so den t 
get overceatous whue 
pressing the attack. 

When Grymon falls, he 
drops the most powerful 
axe. and opens the way 
to the final area. 







































































13F: LUNAR 
SANCTUARY 



ENEMIES 




HP * 1BODQOQ 

FOL - 15000 EXP * 50QQQ 


HP-2500000 

FOL ■ 20000 EXP*?0QQ0 


TREASURE 

$ o Sabrrs boots—treasure chest 
$ a Tri-emplem— treasure chest 
$ ° Ha I g i tian pape r—treasu re chest 
d§> o D rag on meat—treasu re chest 
§ o Celestial sword—defeat Leonid 
4j □ Themblem—defeat Ethereal Queen 




\m& 


As it is in the normal game, Lunar Sanctuary is the last area in the 
Seraphic Gate, After a trek past many worthwhile treasure chests, youII 
have to take on Leonid and then the Seraphic Gate's ruler, the Ethereal 
G jeen, Leonid can be defeated with the same tactics that work on his other 
fo r ms—keep your distance to avoid Vllth Violation, and move laterally 
i>er tid him to avoid Xlltth Word, Leonid has a staggering amount of HP, 

:-_rt if youVe made it this far. his defeat should be a matter of time. Of 
Dressing concern is the Ethereal Queen, who you fight immediately 
2 "r ideating Leonid. 


First things first, 
if you haven’t 
forged an azures I 
blade, equip 
Gapell with the 
celestial sword. 

Sure, if damages 
Capell’s HP and 
MP to the tune 

of 1% of maximum every 5 seconds, but at this level that amounts to a few 
hundred HP and a few dozen MP—essentially nothing compared to the 
damage even normal enemies output by now. The extra damage is worth r. 
Second things second, doesn’t Ethereal Queen—iike Gabriel Celeste—look 
exceedingly familiar? Nevermind, More importantly, she aims to kill Capel 
and his allies, and she’s very good at doing it. To begin, like many bosses. 
She summons faespheres to assist her. She uses the highest-tier spell 
of each element: Geoquake, Astrocafypse, Voltscourge, and Pyrgeddon. 

Any character caught in the swath of these spells while unprotected by 
Prudential (which does work against them) is almost guaranteed to die. For 
this reason. Connecting at ail in this battle is not really advisable. 

If the spells weren't enough, she also has very threatening skills both up- 
close and far away. Her Southern Cross is similar to Gabriel Celeste’s Noble 
Play, striking many times at a short distance, while Seraphic Law is an 
arcing series of project:les that can severely damage or kill multiple friends. 
As the fight drags on (and it does, as the queen has 2.5 million HP on 
Normal difficulty]), she’ll eventually begin to use an attack called Accused. 
The queen taunts the party with the statement from the caption before 
stamping the ground, stunning everyone nearby. She then unleashes a flurry 
of energy that is unlikely to leave anyone it touches alive. When she initiates 
this attack, get as far away as possible, and be prepared to use miraculous 
medicines to get defeated allies back into the fight quickly. 




Stay alive long enough to wear the queen down and you'll be rewarded 
with the tri-emblem, one of the best items in the game. You'll also be 
spirited out of the Seraphic Gate. Upon re-entry from KoJton. however, 
you'll find ail the bosses have respawned, and can be defeated for 
their sports again, including the queen herself! Alas, previously opened 
treasure chests remain opened, though you can certainly search for any 
you missed. Playing through the Seraphic Gate multiple times is a great 
way to find raw materials for high-level crafts, to earn the amazing items 
granted for defeating certain bosses, and to level up—a first completion 
of the main game once found Capeil at level 53, After one completion of 
the Seraphic Gate, he was level 88. After two completions? 117. And then, 
there’s always the challenge of defeating the game on Hard or Infinity 
difficulty, and tackling a vastly revved-up Seraphic Gate. Keep your btede 
sharp, and good luck! 



-~s: ‘e$;re respite from thy empty existence .,. thou shall have it! 

























HIDE QUESTS 


SIDE QUESTS 

Whenever you reach a new village or city, you frequently unlock, a series of optional side quests. Jo trigger these 
quests, explore the tom 3 res end talk to rownsfoik you meet. Some of these people end up asking favors of Capefl. 
Each favor is a side quest and usually requires the completion of several tasks. Complete these tasks to earn 
rewards from grateful citizens 


However, there are two important things to remember 
about si tie quests: 

First; be aware thaE sometimes townsfolk won't ask their 
favors unless Capeil fs connected to a specific party 
member. For example, children often won't ask favors 
Of Capeil unless tie’s connected to Rico or Rue ha at the 
time. Kids feel more comfortable talking to other kids, 
right? 

Second, note that some side quests aren’t available 
the first time you enter a village or city. You may he 
required to complete other main story tasks first, some 
of which inevitably take you away to new locations. For 
example, three side quests in Burgusstadt are unlocked 
only after you complete missions in Sapran, Fayel, and 
Vespiume Tower firs!, and then return. 

So after you finish major story events and return to 
previous locations, be sure to chat again with townsfolk 
you've already met They always have new observations. 



and some may trigger new side quests for Cape IT 


GRAAD PRISON 


01 DELIVER THE GOLD COIN 


QUEST CONTACT AVaLaBLE 

Young villager Immediately at game start 

^REWfiFtPJl While deny potion 


OR 

IDCOFul 

- J T ■-•'JVi- 




NOLAAN 


02 WHERE’S SNOUTY? 


QUEST CONTACT 

Spirited kad 


AVAILABLE 

After you ieswe Ays s? 
to WotaaTT 


■' -ecs visit 


lL nTTCIDj 


Red berry powder 


Shortly after Ute game begins, find the ’'Young 
villager" in Itie tell next to Uie gave point in 
Graad Prison’s main cell block. Talk Id him 
ones and select “Very v/elf to accept the 
quest be wants you to deliver a special eagle 
emblem gold coin to his wife so that she 
knows he’s alive Talk to tht young villager 
again to learn that his wife's name fe Anne, 
and his son’s name is Ralph. 


Later, wfwn you reach the town of 
BurgussBdt. enter the last house on the fight 
as you're haaded toward the palace Talk 
to the woman; tfws is Anne, |he prisoner’s 
viTte. Capeil -jutomatjcallY bands over Hie 
sag la emblem gold coin. Sha asks about her 
n asten d and you have a choice: 

' you sefed ‘Tel: fer sbov? turn," the grateful 
x?vt* _ *. i s vdl i n berry potion as 




WALKTHROUGH- 


After you Unit arrive in U plsan anti leave Aya 
in the twins’ house, Con neefto Rico and talk 
to the “Spirited kid" running around the weD 
in the village square. He tells Rico =hm his 
J toe5fest friend” Snouly Is missing, 


As you move across the DrigonbQw SOTtoe 
map, look far a mouse in the secret room 
n ext to the two treasure eftests tse* 
the Secret Room” in the Dtag ■ S---4 

section of our Story Walkthrough} de»3 bj 
the soomeast corner of the area. Ccorcer *l 
Rico and febt so the mouse. Ifs$oc i- ■ 

he's lost Select ‘Show ban the ,vay. T s»o & 
automatically hoes rrrto Capes' s packet 


Alter you complete the nvssc* c r-* r -'o^ (or L-stora completion f you wish), go back to 
the spirited kid and talk to tim to return Snooty. 



•; -if an .thing. ’ Acr* fsete a sense uf griel but gives you 10DD Fol, 































Distracted mart & Forgetful dog After you leave Aya in tne twins' house during first visit 
to ftolaan 


5CD For 

■ WALKTHROUGH HM 


Alter you first arrive in Molaan and leave 
Aya in the twins’ douse, you can enleF Hie 
easternmost house and talk to the 'Distracted 
man " Ha first mentions something he buried 
in the rubbie at the shrine sotr-nce,. .but 
when you talk lo him after that, he just tells 
you to keep away. 



After you complete the shrine mission, 
return to Noiaan. Coined to Rico and talk 
to tee "Forgetful dag" that keeps lolloping 
you .around town. He admits lo Rico teal 
he picked up something at the shrine , hut 
dtiflsn’l rsmamher where he put it f If you talk 
to the Distracted man again, he can't believe 
thai a dog dug up his item.) 




When you enter the Drag on bone Shrine, look for tea disturbed pile of rubble in the first side 
alcove not far from where you enter the shrine area, Looks tike somebody dug up the object 
buried there. This discovery 
actually triggers the side 
quest. 


After tee Ame Chain is destroyed at Castle 
Prevant, return to JYolaan and talk to the 
forgetful dog again. He remembers lhal he 
was thirsty after he relumed from the shrine* 
and dropped what he dug up. Find the shining 
spot near the town well fnexttq where 
Sigmund is standing) and examine it to pick 
up the old ring. Return it to the Disiracted 
man for your reward 





04 


QUEST CONTACT AVAILABLE 



Cranky old man After you defeat R amtwrt and complete the Dtagonbc ne 

Shrine mission 



REummr 


II you give poor clay, you receive sandstone. 

If you give soft clay, you receive ceramic, 

If you give golden clay, you receive hearths! erne. 


.WALKTHROUGH 


After you complete the mission in Dragonbora 
Shrine and Fetum to Molaan, go into the old 
coupled house (Ihe .one. neatest the well) and 
talk twice to the '’Cranky otd man.' He asks if 
you'd pick up some clay tor his pottery hobby. 


From then on, look tor the glowing lumps 
of clay that appear on the ground in 'various 
locations. You can find three different grades of clay: poor, soft, and golden. Poor clay js 
found around ftoiaan. including a sample Just outside the entrance to the Dreganborte Shrine 
outer caves: a soft ctay sample sits not far away, Just Inside the shrine entrance. Golden clay 
is found m more distant locations. 



QUEST CONTACT AVAILABLE 

Doleful man After you detest Rambert and complete the Dragonbone 

Shrine mission 



1 Ka ra thus wristband 



LWAIKJHHOUI 




After you complete the mission in Draganbone 
Shrine and return ta Nelaar, talk to the 
"Doleful man" pacing near the generaJ store. 
He ask$ if you’d deliver a letter to a friend 
of ills named Demon in SurgusstedL Select 
"Okay" and he gives you the letter, which now 
appears in your Special Items uiventoiy. 


When you arrive in BurgmtadL enter the bar and talk to Denton, tee man with the red 
teadbsnd sitting at one of the tables. Cappli automatically hands over the letter and Denton 
thanks him with die gift of a Karalhos wristband. 





You -dan return one sampie of each type of clay lo the cranky old man for rewards. When you 
give him a sample of poldeo day (rarest ol the three types), the quest ends. 




































PART 4 




Hera's a Quest with multiple steps. After the 
Azure Chaine destroyed to Castle Prevaftt 
return to Nolaan and talk to the ‘'Wonted old 
woman" standing by the town well. She tells 
you she's out of pain medicine and asks if 
you’d pick op some tor her. Answer u Suifi" to 
trigger the quest. She gives you a prescription 
tor the shopkeeper to Burgussfadt it appears 
in your Special Items inventory. 

In Bunjiisstatli, enter the general shop and talk 
to the shopkeeper. If you have ihs prescription 
m your inventory. Gapell gytomati tally hands it 
over lo her. "The shopkeeper explains that she's 
out o' Ingredients' she needs 10 harpy livers to 
mak? the medicine. 


Exit Eurgusstadt into the Luce Plains and start hunting harptes. Every harpy T s drop item is a 
harpy Iyer now that this quest Is active, so you need to hunt only 10 harpies. A good pfeca la 
is £ the south end ar the tunnel that connects the northern and southern Luce Plains. 
Severn narpies hang out on the south side; after you slay them, ga through the tunnel to 
■hp n-jrpi 5 ^*. where a pair of harpies Forks on the central rock formatter-, Then come back 
thirty m-a tuimi again to find the southem-sada harpies that have reappeared m the same 


■ : v"*' ' G hair y 'hers, return to Burgusstadt and talk to the shop keeper to hand 
.-■ff snf ,.f$ jo me back psto mediane and gives it to you. Now you must trek all 
. m’ %; ..=* niio k rer rte floods to the Wonted old woman tor a oen^rous reward 
5 - y: £.. : . w --j tne g^rgussiadt sate quests {$ee the next section) require that 

xr ~ i: M se wsi ,r: .... r-:>: up those quests before you deliver the back 



After Sigmund's lunar rite, lalk lo the '■Mia* 
career officer" patrollmg the entry hail in 
lire Chamber of Rites in Castle Burguss 
asks if you’d mind listen ing to a request 
Select "Not at all " Tire soldier explains f at 
fteshbiters are running rampani near me at, 
but the Burpuss military is loo busy with ototi 
problems. Would you mirrd hunting them? 
Gated "Not aL all" again. He thanks you and 
asks you to kill 30 flesh biters 


Double Duty 


Complete this quest in confuncfion with ~R 
that quest you must ga lo Netaan. and the 
with fteshbilera. 


way is weJMrapuiateti 


Head outside tne fifty into Luce 
Plains with a goad p-z* ?" £ 
start wrecking flesht-tere tiff 
of the sky ilheyre v-ad«n t 
everywhere along rhe Tac 

and they flock hesv... r t^ 
tunnel connecting the ncithfim 
and southern Lute Rains. J 
When you get 3D It! : > he.?:: 
back to the mid-career otfes r 
for your reward 












































*053259 


[WALKTHROUGH 


QUEST CONTACT 

Smiling minister in Castle 
Surguss 


After Sigmund's lunar rite, taFk. to the "Srraling 
minister" in the library of Castle Bnrfjuss. He 
tells you bis daughter wants some ginr fur 
and asks tor help. Select "We-:l, okay to an." 

He suggest you check out the ginrs in the 
Luce Plains. 


Head on! to 
the Luce Plains 
and vser io me 
southeast. Only one 
S-ior in toe pi sins 
drops its fur when 
defeated; It's in the 
sunken section at 
the south boundary 
ot toe plains fsee 
the map shot). 

Once you've got the 
fur, head Pack to 
the smiling minster 
for your reward. 


AVAILABLE 

Alter Sigmund's lunar rite 


After Sigmund's lunar rite, enter the bar on 
toe main street ot Bwgusstoft and talk to the 
waitress. She tells you she's trying to make it 
as a singer, and is writing songs too. Agree to 
listen to her sing. 


After Sigmund's lunar rite, talk to toe “Lonely 
old man” standing in front o' the park bench 
on the main street ot Burgusstadt. Since 
you're heading to Fayel soon, he wonders if 
you might do hum a favor. Answer "SursT He 
wants you lb find hie unblessed son, whose 
itfg the old man saved by sending him off 
with a trader. An entire village of unblessed 
folks exists in Fayel the old man Just wants 
to know ft his son is living there. Answer “Sure, I'll try to find him. 3 The old man says you can 
recognize his son by the white birth mark on his shoulder. Note toal he asks you not to tell his 
son about his true father. 


When she asks tor your opinion, resist toe temptation to answer, ’Tve beard ogres sing bsstei 
than tost" [You get no reward tor that,] instead, he realistic but gentte by answering. - The 
lyrics might need a iitHe tweaking.” She appreciates your honesty and gives you a nice potion 

■MHHH 


QUEST CONTACT AVAILABLE 


lonely bid man on 
Burrjusslartt si reel 


After Sigmund's lunar rite 


QUEST CONTACT 

Waitress in bar 


AVAILABLE 

Alter Sigmund'S lunar rite 



QUEST CONTACT AVAILABLE 

Denton In bar Alter Sigmund's lunar rite and completion of "A Letter for 

Denton” side quest 


After Sigmund r s lunar ms ; go into the bar on 
Sunaussfadfs main street snd talk to Denton 
again. He says toe letter you delivered is in 
’'some cryptic language'" and be can't read It. 
When be asks you lo find someone who can 
read to answer Til try." 



Exit the bar. torn right, and 
find toe '"Talented man” near 
Hie castle's outer gates. Talk 
to him; his limaglyph gives 
him toe ability to speak and 
read words backwards, He 
Quickly deciphers Denton's 
letter Return to Denton for 
your reward. 



En route to Fayel'a capital city during the game's main story, yog are sidetracked to the 
unblessed desert town of Sap ran. After you destroy toe Orange Chain there and escort the 

refugee villagers back to their homas r you can _ __ 

find the "Grieving young man" in toe bouse 
next door to the mayor's. (It's a very small 
village, so too house is easy to find.) Talk to 
tun; to tells Capeil mat toe tallow with the 
while birthmark oh his shoulder died quite a 
white ago. 


. MM 

1 1 


Now go talk to Ihe “Relieved old wonjarf in the mayor's house. She remembers a boy with 
the white birtbirrarft, and adds that he's alive and well. Hmmm, seams to be a discrepancy 
here. Go back to the grieving young man and talk to him again, hte admits that he was the sdd 
with the birthmark. Return to Butgusstadf snd talk to the tod man to get your reward. 





SIDE QUESTS 
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16 THE LOST SWORD 






TiFafel 


QUEST CONTACT AVAILABLE 

Energetc 2id v-oman on Attar Sigmufid’s lunar rite 

Sur^uSStatft main slreet 


After Sigmund’s lunar rite, ratk to the "Energetic ofof woman" who walks op and dawn 
Burgusstadt's main street Sire asks you to deliver a package of cured meal to “the priest's 
home" in Notaan—i.a. r the twins’ house. She warns you that the smell might attract monsters. 
Select “Gkayr and sue gives you the cut o! cured meat. 


After you letmn to Fayel from destroying the Crimson Chain at Vsspiume Tower, go back to 
R^igusstadt arid enter the bar. Talk to the barkeeper; he asks if you'd pick up a famous Zalan 
rvE called Zalacrest tor him. Answer "Okay, I'll see what (can do." 


A&r n-bv destroy tfte Cerulean Chain on the Mi Coast, head into Port Zafa and visit the ter 
rsrx "he aervespe/ cs nappy to give you a bottle of Zalacrest Take the wine back to the 
bartss--*'' r = to ggt a reward Note that this reward, some B urgent) Special beer, 

•Jn« yC*, <?-. £ '■ f» *: sS^t tt» 'Wulti-E5«rsi Exchange" side Quest. 


Head off to Notaan, bur be 
aware that boasts en route 
do find you particularly 
interesting. Go up the Mi 
to the twins'house and talk 
to their mother to deliver 
the cured meat Return Id 
the energetic old woman in 
BurgusstacfttP receive your 
reward, 


QUEST CONTACT 

Barkeeper 


AVAILABLE 

Attar return from Vesptums Tower 


QUEST CONTACT AVAILABLE 

Ralph (kid In Anne's housel After ralum from Vesplume Tower 


Alter you destroy the Crimson Chain and 
return to Fay si from Vespkime Tower, go 
to Burgusstadt and enter Anne's house (the 
house on the right just before the castle 
entrance)-. Talk to the kid named Ralph; he 
tells you hEs best buddy lost a toy sword out 
on the Luce Plains. 

You may ha vie to smash, through a cracked 
rack an route to the sword location. So 
before you Eeave town to look for the 
sword, moke sure you have a "rock buster" 
Connect skill in your party; Balbagarfs 
Gigatackte (if tie's available) or Gustav’s 
Explosive Ride, For Explosive Ride, 
remember that Capell must tiop aboard 
Gustav first, tried you guide the bear in this 
direction you want him to 'explode,” 


Qradian Mountains 


Exit Burgusstadt into the Luce Plains and head east;; the & at af the , ss-i ires 
[refer to the provided map). Smash through the cradac raoi ex * 3£ez l r the ffelrtrters. 
wolves, and Lumper soldiers in the temple ar=i i to tie 

temple and defeat Itie Lumper leader inside—;*>-. t . .; av- ^ *=; s you obtain 

the toy sword. Take il hack to Ralph in Burgussadt;; gr , :■ .• — - ; t 












































17 


QUEST CONTACT 

soldi er 


REWAOPj 


ILKTHROUGH 


vou destroy the Cerulean Chain, pick up 
i fcrtiae of Zafacrest wine from the Port Zala 
moer. men deliver It to the Burgusstadt 
^rss :t r to get a bottte of Burgano Special. 
W ever to the "sate soldier' 1 in the 
Saryjssiadi bar and talk to him. When be 
s^c3 for me Burpano Special, answer “Sure."' 
He g vs you a special cocktai) recipe In 


AVAILABLE 

Aiter you complete liis Zaasrest wine quest 


QUEST CONTACT 


AVAILABLE 


Rookie soldier 

After Sarin da attacks ami r in Kollo n [Jale in game] 

PTrEWABpI 

Blue berry powder 

Blue berry 

.. .\ 



Talk lo the “rookie soldier* patrolling ttie 
entry hallway in si tf a the Burgas slant castle. 
When ha asks if you'll ftslp hi hi out. then if 
you II deliver a ring to a girl lor him. answer 
■’Sure" both times. He gives you the “ring 
lor delivery" arrd says the girt r$ guarding 
the restricted area just around the comer 


lev s£i#. to the "lecherous old man" who has his eye on the cocktail waitress. He asks for 
i spec 2 i cocktail recipe. Select "Tall him the recipe." In return, he gives you a secret pain 
■fever. 


But two different female sc Idlers stand 
guard in that arte a “gust ding soWier" 
and a “bored guarding soldier.- Whichever 
one you taJ k iu fi net accepts the ri ng and 
earns you a reward, but packing the correct 
gut earns you £ better reward (blue berry 
powder ralher than just a blue harry). So 
which is the right ana? 


Ettr?5jrgusstadt bar and go talk to 
- r it: t g in standing by the town 
Mftvm -f- lijg named Flash. When she 
tf medicine tor her dad, answer 
' Are gives you hei special stone 
m&£ i 'Veross teardrop” in return. 


Ic4 f-*r me castte and go Id the Chamber 
* "£& to me ‘ devout priest." When 

«»asrs fsi to donate the Veres's teardrop, 
ftt** - ‘Here you go " The priest gives 
c . i arete* mV in gratitude tor your 
W^ST’ 




HBHaVHI 


9HSBB 





You can ask the other soldiers in the castle 
for hints—for example, the mid-career 
□dicer tells you that the rookie soldier likes 
well-spoken women, and the worshipping 
soldier says die rookie's woman takas bar 
job very seriously. Qr r y ou can continue 
reading this sentence la easily learn that 
the correct woman Is the guarding soldier, 
not the bored guarding soldier After you 
deliver the ring, return to the rookie soldier 
for your reward. 


SAP RAN 


QUEST CONTACT 

Exhausted old man 


AVAILABLE 

After Capelf and Aya rescue Leif 



After you return Leif lo Sep ran. find the 
"exhausted old man"—he stands in front 
pi the secret alcove you opened earfier 
when you were smashing orange crystals to 
liberate Sap 1 an. He asks you to find a bone 
comb he lost, it's 3 memento of his late 
granddaughter 


Rno the hashing spol of light on the ground in She western part of town, nut tar from the 
water. Pick it up—it s the bone comb—and talk to the &*naus*ec old man again \o hand it 
over . He gwes you yrjur reward. 
































PART 4 







QUEST CONTACT 

Accessory-selling girl 


Us 

21 DELIVER NINA’S LETTER 


FAYEL 


After you learn lhat Aya's pet bear Is 
missing, you can connect to Eugene, 
wtto stands at tire armor shop tent on the 
main street of Fayei. Mow go talk to the 
'accessory'selling girf just down the street 
in the accessory shop tent When she asks 
tot a favor, answer ’’Sure, whatg up?" She 
asks you So find a rare jewel called Blood 
of Fay el" 


Exit Fayei into the Oradian Dunes and keep 
your eyes peeled for a glowing spot on die 
ground somewhere over the expanse of 
sand; a Blood ot Fayei gsm fe buried there. 
(The shot here shows one area wti&re you 
can find It, but i? could appear elsewhere.! 
Nab if and head hack to Fayei. Be sure to 
Connect to Eugene before you taka the 
Blood of Fayei to the accessory-selling girl 
Tor a nice reward; she won't take It from 
just CapelL 


QUEST CONTACT AVAILABLE 


Connect to Ructia and talk to Nina the 
cautious. girl who stands in front of the 
abandoned shop tenl on fryel's main 
street. She asks Ructato deliver a letter 
to her dad. identified by the blossom ring 
that he wears. 


On your way up 11 m Oradian Mountains, you reach a spsctaoibr vista ouerioofema a dean 
canyon Find ill* shining spot near the ledge and pick op the nam boned mere: a blossom 
rino 1 Alter you complete the Vespiwne Tower mission (you can! rstom to Fayei until you do 
this) go hack to Fayei anil glue the ring to Nina. She tewaids you with a valuable material 
called rottflUte. 


After you rescue Gustav 
\ - 


Ones ail the cuteeanes are finishad after 
your return trpm Vespluma Tower, go back 
into Fayei and talk twice to the "unlucky 
woman' who paces past the shops on the 
main street. The first time she mentions 
that she's looking for a relative. The. second 
time she says, "H only someone could treat 
this disease of mine.. J eoutd start looking 
for trim." 

let's see—who can heal a disease? Go 
into Payers palace and Talk to Michelle in 
the Chamber ot Rites, then Connect to her 
and return to the unlucky woman. While 
Connected to Michelle, talk to She woman 
to heat her and to learn that her relative's 
name is Burenelice. You can disconnect 
from Michelle now, then go Into the 
Fayei bar. 

in me bar. talk to the bear<Ted'■customer” 
sitting atone at a table He says that 
Burenelice moved to Kolton a rnonih ago. 
Retorn to the untucky woman wish your 
report and she gives you a reward, 


available 

After Gina reports that Gustav is musing 


Nina the cautious girl 


QUEST CONTACT 

Unlucky wo mar on Fayei 
main street 


AVAILABLE 

After return from Vesptoma Tawer 


*00239 


walkthrough 


Once alt the culscenas are finished after 
your return from Vesplume Tower. 90 te:»: 
into Fayei end enter tha palace Fine Gee 
upstairs in the second floor taRway sri 
talk to her. When she asks if you'd ks to 
get to know Gustav better, answer. ‘Yes I 
warn to be tilsfrlEnd.” She asks you tc ftod 
the princess's practice how: G tk> • 
someplace, b ut Gina d M$nl nn 0 ■’< 1 - s" 

For a clue, go into Ayato nearby bedroom 
and talk to Aya. She tens you abooi a 
mountain outside the citv vdiar# she fn s: 
met Gustav. The bear often 50s tier.? 
considering it a special plate, it you m to 
Gina again, aha says Gusto fra* s “i: r. c 
burying his important things in tfte Qroorvi 


Exit Fayei -ton tbs Qrad^r MourAamsand 
fight ymiT way up tothe ter nprtheast 
canyon. You 1 see s*«rai growing spots 
indicating honied objects so the way up. 
fwi me "'worn bow" te the gtowwrg spot 
indicated on toe map Pick d up and return 
it to Gma in Fayef to get your reward 









































































24 HALGITIAN MEMORIES 


QUEST CONTACT 

Matilda in Faye I house 


AVAILABLE 


Where you first enter Faye I after destroying the Amber 
Chain 


QUEST CONTACT 

Samson ihe sotdier patrolling 
the palace 


AVAILABLE 

After Saranda’s aback on the em ; r in Kultore 


OFFAYEL 


QUEST CONTACT AVAILABLE 


Where you enter Fayel after destroying the 
Amber Chain and meeting King Miro ire 
KOlton, Connect to Karachi next to the 
accessory stand on Fuel's mam street. 

Fired the house where Gerema stands 
outside it's not far from the city gate to ihe 
Oradian Mountains. Enter and toik to the 
old Ionian reamed Matilda. She reminisces 
ahoLEt Haigtta and longs for a bowl of 
Hafgitian jelly. 

Here's where Ays' s Cooking 1C. sRifl comes 
ire handy. Her specialty is sweets, and 
by Level 2 she dan make Kalgilian jelly. 

The recipe is 2 parts wood syrup, 1 part 
Zala rock salt and 1 Mutaan potato. The 
potato, as Its name implies, can be found/ 
purchased in Nclaa-n. and the roc:* sail 
is in a coupte of treasure chesis rn Port 
Zala. You have to cook op the wood syrup 
x 212 pans honey, i part fauanwoodl, 
but that's one of Aya’s recipes loo Once 
you have Hafgfttan jetty ifi your inventory, 
head back to Mali Ida and give it to her tor 
your reward. 


QUEST CONTACT AVAILABLE 


Connect with Baibagan in Fayel's bar and 
enter the palace, Talk to the guard named 
Samson paMing the first floor. Samson 
says he tost a barUe to a monster tailed a 
quetalcoatl. If you can defeat one of these 
(tying beasts, Samson says he’ll give you 
a reward. 


Now head out lo the Chadian Dunes where the qiiettalcpatl is a fairly common menace Sul 
not just any quetialcoatl wilf do. You must find and defeat one of the flyers, then return and 
talk to Samson again 


BH 




Ge neral Emm i e After Sarartdate attack on the em ir in Kol ton an d 

subsequentscenes 


nv 


Aspiring warrior on the main After the attack on Faina and Leif In Saprfin 
street o( Fayel % v 


Enter the palace and go upstairs into the 
throne room. Talk to General Emmie, who 
happens to be Dominica's sister. E*ttthe 
palace and talk to Dominica inside 'he 
horse behind the accessory stand on 
Fayel's main street (Toura and Komachi 
siared rn front of it). Then talk to Aya in her 
private chambers on the second floor. 

Aya says Emmie never thinks about heFself, 
then suggests introducing her to the 
Force men. 


Connect to Aya and go talk lo Emmie, who agrees the matchmaking idea. Mow go Connect 
wilh each one of the adult guys in the Forte (Eugene. Edward, Touma, Kristarer. Salbagan, 
Sav.o, and Kfriya). bringing them to Emmie one at a tima. She setts you what she thinks of 
each one—being match. There talk to Emmie while unconnected she apologises lor being 
too critical, then admits she’s already seeing someone., but went along with meeting the 
Force guys because Aya seemed so excited about it Sha apologizes for wasting your lime 
and gives you a mysterious radicine. 


i-- ,, 1=jJ rety-Ti to Faysl trom the tragedy 
*? Sapran it he vermiform attacked Faina 
mi Lift. Connect lo Dominica inside the 
Ito-.'si behind theaocessoiv stand (Touma 
w4 tfasuaEbi stand in front of it?. Find the 
^"7 : warrior" pacing on the street by 

-n:: far from the city gates, and 
issues a challenge: -Show 
te* tfte warriors Of Fay el are the 


c* 5 '=u ihe Oiadian Dunes. Just outside of Faye!, veer to the right through toe arch 
wr -.tj canyon where you' 11 find a powerful wendigo. Defeat this beast, then return 
S3* ;rr>or for your reward. 








































PART 4 



PORT ZALA 


28 LOST GIFT 



QUEST CONTACT 

AVAILABLE 


Waitress in bar 

After Conutean Chain is destroyed 


^ j ;|flEWAfiPj Yeltow tarty powder 


■WALKTHROUGH 





QUEST CONTACT 


Tootftiess ctf nun on Port 
Zara srif stnggt 


AVAILABLE 

WBf Derc.-«an (&an .< Hriia yed 



After you Vb destroyed toe Gsrufean Chain 
and returned to town, find Aya in the house 
nearest the town's exit to Oradian Dunes. 
Connect to Aya, then talk to the ivartress in 
Port Zgia’s bat. When she 3sks Aya it stall 
listen, answer "Yes." the waitress wants 
to tell [he barkee cer her tua feelings about 
him, and bad a special: gift for him. Eut the 
tsunami washed it away. She wants you to 
find it tor her. 


Alter die tsunami, a number of item bags were washed up all around Port ZaFa. Your quest 
hsre 2 $ lo find the "strange-colored bag." Stay Connected to Aya! You'it find it almost 
di rectty across the street from the bar tie hied the stack of barrels newt to the mayor's house, 
Pick it up and; while stall Connected to Aya, take it back to the waitress and talk to bar la 
receive your reward. (She won’t take the item from just Capasf.; 



After you : -.r .- = - 

and 'Ttjined Jo town 1 -: ■ v :r eai 

Old rmji* afcotff nsiv.-s - ^ the >oe si ?ft 
IhaEmns north from :c - t=' ~i ■ 
to tan—a# can say js "Harumph * Her 

ton being old and toothless. 


After Ihetsunami, a number of nsm ss-oa •.-wsbed = e-./: = -- j.i --•>& quest 
hete is to rind the dentures Wow "r.v,ia =, rsT.-.eer '*? -- ?-•: —■= se's-ai store, 
where Michelle sands taking to the reps-i .e tv:r.an ' t ?t tz. : ; 

behmd Hie shelf fioMfng the blankets and otoer wares* F^> r mo i=;< x toctbfess old 
man, Ha gwe$ you a nice cash reward end his r-gsT? title now becomes *•:•: mar .'.;di 
dentures." 



m 






mm 


mi mm i 



























After youVa destroyed the Cerulean Chain 
and returned tD town, snter the Port Zala 
her and talk tn Martin, the feltaw sift ng 
atone at the big Eat It. He tells you the 
tsunami washed away a “treasure" he'd 
been hiding Could you find it lor him? 
MartETt doesn't give you much detail aboul 
the Hem. 

Afterthe tsunami, a number of item bags 
were washed up ail around Port Zata. Your 
•guest hem is to find the ''wooden box." 
i tead toward the two warehouses on the 
waterfront (the arsa south of where the 
sh p is docked), On me walkway between 
the warehouses, enter the door on the 
right as you head toward the 'water. You'll 
find tiie wooden box Item bag In the back 
‘mnsr on a raised platform that holds 
i-Dme 1ailed rugs. Take rt back to Martin for 
your cash reward. 


31 LOST AMULET 




QUEST CONTACT 

us fisherman 
Port Zala warehouses 


ALKTHROUGH 


,e destroyed the Cerolean 
h'-i 'Siirtsd to town, find the 

German' pacing at the end 
:f t^rwren buildings in the 

1": south of where the ship is 
'=* & ram to team that ha’s lost 


around Port Zala. 

: fsifl the ‘piece of 

f ts at the very end of 
G mowed, not 
sk: J2 and take it to 
saatogeunice 


AVAILABLE 

After Cerulean Chain is destroyed 


Here’s where you find them- 

O Tfre bartend mistook sod torgitef can be found m the beach area, how not fa? from 
toftm We twins end Gustav hang oat, 

O The ms fs against tits budding near the dock not far from where Pam and ten am 
stinting. (Sbb We providedshot! 

O The £to/f *a in the damertad. Side atfsv betwsdn buildings tn We watsfiottsa am south 
of where ttie shig is docked. 

0 Tfie rag ts along the low '/rail Hading to the dock near wham the "titifisne aid 
woman' paces hack and forth. 


Take all five items back to the mayor's 
wits. She rewards you with a potion lor 
each one you give her. 





33 RAT EXTERMINATION 


QUEST CUNT ACT 

Ivan in the north fish 
warehouse 


AVAILABLE 

Return to Port Zala after meeting King Mina af Kolton 





When you return ta Port Zala after 
destroying the Amber Chatn at the dais 
and meeting Kafton's king, go to the ftsft 
warehouse area south of the ship and enter 
the northern building—the one with rodents 
running around inside, Talk to Ivan, the guy 
paring back and forth. Ha tails you the mice 
m causing problems with his cargo. 

Yon have ihrae choices ol solution tor this infestation. If you picked up all Ihe tsunami- 
strewn item bags around town to help clean up tor the "Tsunami Junk Pickup" Sih* quest 
you should have one with .a "fair inside. (it you don'I have it yet, it’s located on the beach 
not tar from where the twins and Gustav hang out,) IT you have it, talk to Ivan again to band 
over the tail. Aa it turns out, the tad is a “famous mouse repellent "He gwes you a lux oasts 
in return. 



SIDE QUESTS 

















































34 


36 



QUEST CONTACT 

b <BUcrt bar 


AVAILABLE 

Alter Saranda'sattack on the emir in (fatten 



to Ays m the house near flte Port 
i: c ivn gate and then talk to the waitress 
in ire bar Sne's upset because the man 
she iQ-.es m bartender. s dating someone 
else- the gsri at the inn's;front desk. She 
wants you to find out why. 



With Aya In tow, go talk to the girl in 
itia Kotton iiiri. She explains how her 
relationship wild the bartender got stared. 
II turns out that tespett had something 
to do with iL indirectly, so she gives you 
a panacea m thanks. Report iris to the 
waitress in to a bar, and she thanks you 
with a pair of silver fur pumps. 





KOLTON 



Ore-g the patrolling guard First srrwal in Koltors. after defeating the invisible foe 



After the ptlteeaies following your defeat of 
the mysterious invisible .enemy when you 
first arrive a? Kolton. go to the southwest 
quad rani of Kolton and And Oreg. the guard 
patrolling the street Talk to him to receive 
a broken pair of glasses that belonged to 
someone named Simon. Dreg thinks the 
monster killed Simon, and wants you to 
deliver the glasses to his family. 



How, head north through the gate and 
enter ‘he house in the north west quadrant 
cfJfaitommto Simon's grand moiher 
to hand over the pair of broken glasses; 
she's upset and won't speak to you after 
the tirst time. Talk to Simons grandfather, 
who asks you to come heck later. How you 
must let some time pass before you return 
Continue with other side guests, private 
events, or main story missions, then come 
back later 



When you return, Simon's grandmother tells you more about Simon and mentions tfto 
-nmsmi orb pendani tie always wore. If you find (his pendant. she'll admit he's really gone. 
Hew exit to* (own via the south gate leading 
down -o the docks. Go tack downstairs to 
5i« c ! 2 za where you defeated the Invisible 
toe whan you first arrived in (fatten. Look for 
rr«» poising wrrrte glow on the ground. rigiEit 
m from: of fra round platform with the blue 
ants -See the screen shn1 to ihe 
- clow can i* naid id see because 

of r* tefing snowflaitas.) 

Zv- " - ^wng 5 ir: to pipv up a "dama-gec pendant ' Take this hack to Simon a 

i f ;- ts-k tc Greg on s.he way. ho verifies that it is indeed Simon's pendanU 
s - or § -G re.;-.-vo your reward tor helping them; a quilt wristband. 






SHB 9 

QUEST CONTACT AVAILABLE 

Barkeeper in fatten bar fimt gmvai in falton. after defeating the invisible foe 


QUEST CONTACT AVAILABLE 


Senior apprentice in master Firsi arrival in Kolten, after defeating to? invisible fas 
confectioner's bouse 


After the cutstenes following your defeat 
the mysterious invisible enemy when you 
arrive at Kollon, go to the upstairs room of 
the KoTton bin and Connect to Aya. Exit the 
mn and head to the northeast quadrant of the 
city; enterthe only house on that street. Talk 
to the woman designated ‘ sanror a pprenlice" 
and answer least continue' when she asks 
tor Aya’s help. Go back and forth bet-veto 

the apprentice and the master tor details of their plan. They want Aya to bo a judge of a 
baking contest Answer "Yes. I Will help you" when you get me second dialogue choice. The 
appreniice &ay& they'll contact you at too inn when They're ready. 


Now some time must pass, $o go about 
your other business. Return after your 
first visit to Halgite and talk to the senior 
apprentice again. She shows Aya the 
contest poster and says she'll be In touch 
about toe judging. Go on with toe game, 
later, after your meeting with King Mira 
of Kolton, go hack to the confectioner's 
house one more time and talk to the senior 
apprentice. She tells you tfie government 
ordered the event discontinued, and explains their new plans. Then lath io toe master 
confectioner to get a reward—a slice of his famous V/edding Special Eal it right away' II 
rafees your entire party's MAX AGLstat by +-2. 


After the cutscenes folowing your defeat gf 
the mysterious invisible enemy when you 
first arrws at fatten, go to ifw Kolton mn 
and Connect to Vic Then nead to the Koton 
bar and talk to the ttarkee psr He greets Vic 
in a friendly, familial a. Disco inset tro.T 
Vic and talk to the barkeeper again to learn 
that he's protective of Vic. 

Latar, after Edward has ht& vermiform 
episode and things gm back to normal 
you can retorfi to toe bar while Connected 
witS Vic again. who now hangs out in an 
alley |ust west of the Koifan church. The 
bartender hands over a sweet weapon that 
used to belong to Vic's brother a main 
gauche. Dieconnecl from Vic, then t^fk 
to the bartender again Pay attention to 
toe bartender's slip of the tongue about 
who Vic's Qfder brother always looked out for. Mote: after yen complete this side quest, Vic 
returns to his normal waiting location an the main floor of toe K niton mn ) 





















































QUEST CONTACT AVAILABLE 

Aspiring animal breeder Attar uermifted Edward is stopped 



Conned to Rice over In west Kplton, then 
0 Q talk to the "aspiring animal breeder" 
in front of the bar in southwest Kollo n, 
Since Rico can sneak with animals, site 
wants him to ask her don why lie likes to 
run away. 


Still Connected to Rico, go lind the dog 
over on the east side of Kolton, near the 
light-stand not tar tnom die Inn. Talk to 
him to team that he runs away because 
his owner cooks "weird-smelling food " 

Go back In the aspiring animal breeder 
in southwest Kclton and report the dog's 
mason. She's happy to make sQiustmsnts 
to his food, and the dog's happy now too. 

The guest isn’t done yet. however. After some time passes as you complete another story 
mission or two. Connect to Rico and return to the aspiring animal breeder. Her dog ran away 
again! As before, she wants you to ask lhe dog what's wrong, Go find the dog in east Kolton 
and talk to him. He says he runs away...for lhe exercise. Report th : s back to tae aspiring 
animal hreader. Site thanks you, but have you earned a reward yet? Not quite. 

Let more time pass, then return to The aspiring animal breeder yet again. She tells you she’s 
getting along great wrih her dog. finally, and she gives you a mercitrtus wristgua^d in return. 



IS MISSING, PT. 2 


QUEST CONTACT AVAILABLE 


Ore g the patrolling guard At rival i n Kollo n aha r you desitoy I he A mber G hafn a- the 

dais (also roust comptetb^imon Is Missing. Ft D 



Talk to Oreg the guard patrolling in the 
southwest area of Kolton. You learn that 
the damage to Simon's pendant was from 
Edward's sword. The reason: Simon was 
the Invisible monster you detested back 
when you firs! arrived in Koltoni He isn’t 
sure how to inform Simon's grandparents 
without hurting them. 



Go talk to the grandparents in the their 
house in northwest kaftan. Ub oh—they've 
heard the "tenth.' 1 ' but not the whole 
truth. They think you murdered Simon, 
and they'll never forgrve you! There's 
nothing you can do until later, so leave and 
continue with your missions. 



Tier you tight oft the vermlforms in Sapran and return to Kolton, return and talk to 
Soon's grandfather, then Simon’s grand mother. They acknowledge that itray’ve made a 
mote mistake and now know the truth about Straw n. They give you a gill copy of me metre 
:f i . i .gnt. 3 ui that's not ail! Make sore you talk to Greg one more time to get a nice reward 
from him, loo, 



HALGITA 



QUEST CONTACT AVAILABLE 

Kann lhe arista on floor 3F After you save Emoress Svate from the Order assault 


on Halo to 

[Jt3@ 

Gasandns ring 

LnmbH 


IWALKTHROUI 



After lhe series ot cutscenes triggered by 
your arrival at the throne room during the 
battle d Hajgita, head up to west wing of 
floor 3F and fmd Karin the arista in the 
hallway Talk to her attt she'll ask you 
to bnng Eugene to her, Go down tc the 
7 emple of Veres on floor 1F and Con nect to 
Eugene, then Fotirrn to Karin and talk to her. 
Sh e says that in the battle’s chaps, Svala 
lost a ring. Karin suggests you look around 
the empress's roam first, than ask soldiers 
about the item. 

Hoad down the 3F hall arid then up the 
stairs toward Svala’s chambers. Before 
you enter, talk to the “imperial guard" on 
ihs light. She says animals were causing 
I rouble during the post-battle cleanup— 
msybe one took 1 he ring? 


Mo need to search tbs royal chambers 
it's time Ed start talking to animate. 

Release Eugene, head down to ths Halgila 
marketplace, and find Rtau at lhe bottom 
at the stairs. Connect with Rico and climb 
a few stairs to talk to Shibuff, lhe ok) dog 
inext to the polite old marf on the bench,) 
Snibuff tells Rico he saw a mouse 'parading 
around with something’ after the battle 





01 her animals also provide tigs, hut lets cut to if» chase. Head upstairs to the west 
residential wing of floor 2F. Enter the last of lhe lour rooms on the left to And a mouse named 
"David, lover of shiny things," Talk to David, who reluctanlty hands over the.crested ring. 



Let (to go. head back downstairs to the 
Temple of Verts, and Connect lo Eugene 
again. Take the crested ring back to Karin 
lhe arista, [She wont aoknovriedge lhe 
ring from just Cap*!!.:' She tells you tp 
present it to Svala. Go down the hall to llw 
throne room, and talk to Empress Svala 
rotund over the crested ring and receive 
your reward The Casandrs nog that Svala 
gives you is very valuable, giving you a 
tIG percent bonus whenever you acquire 
HP or MP. 


jr 
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SIDE QUESTS 





































SIDE QUESTS 



QUEST CONTACT AVAILABLE 

O-wen, a!d nighhuhispar in Temple oi Warps Alter you saue Empress Svaia from the Order assault on Kaictta 



Wh itE berry p owder Symplio tiic Ire tan 

Hying swallow 

Garuda hood 



After the series of cutscenes triggered by your 
arrival at the throne room during the baltie of 
p aorta, gcr to the Temple of Veres and lark 
to Buron, the old nig htwhisper standing over 
*r vs-aikhnd^e. He says reconstruction is 
7":: r_; after she Efceadknt$hfs attack, hut the 
E": vipers need help. He suggests you ask 
them wftat they tiesd. 



Next, go down and talk to Trie riiardworKnp 
weaporismettf in tha weapon shop down 
in the marketplace. He wants lo reps-" r i 
shop'bul na's shorten cash, he -r:_esu : 
whopping 150,000 Fci in donators Tha s a 
tor of money, of course, hut it you can come 
up with the cash tor tom, tie rewards wti ■*! 
a symphony baton and e dagge r rafreft *?re 
iiying swa)<ow 



he Tivety ^opkesper'm trie window 
>** yoo enter the Huerta marketplace. 
e tre shoe owners need three pieces 
ictJ wood, You miy have enough 
e r\tntc^y, but if not faina 
fee: *occ for 400 W aptaoe. Whsn 



■ ' 



Finally, talk to tft* "guift 3^or 
at: trie armor shop. He ,h~e , ;~r 

gf the lizardmar on the touts t" 
are blocking irate Erf ^aigita and fcJJe* 
trie route through trie Cpbasra 
to Koltor At trie western ?nd of trie forest 
trie final tunnel oetore you rwsn tnssfep:rt 
platform toKoiton >4 no* * aot Qrogo 
tn&esnren, wamors «ft5 Chiefs ft you 
eliminate an of tries? enemnssand return re 
the quiet armor stapteeper r.= givta you a pruto hood 
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QUEST CONTACT AVAILABLE 


5vJOf[lmas[et Sliitlo After you save Empress Svele from the Order assault on Halgfta 



■WALKTHROUGH 


After ttiB series of cuts Genes frigprad by 
your run to the throne room during Uie 
battEs of Halgita. go into the Fast opart house 
ai the y^stern end of Hatgtta marketplace 
and Connect to Kamachl Go up lo the 
east residential wing ol floor 2F and talk 
to S^vofCtmasterShidc, who stands in the 
hallway near Ihe etaire, He says he tost tha 
speciel katana he got from Master ShintaL 
Can you help him find it? 



You very likely have a lizard fang from 
traveling in the Cohasna Timberlands and 
you can buy the titanium meiai Erom Faina 
nea- the Temple of Venus entrance, or 
From the lively shopkeeper near ihe Haig its 
marketplace entrance. But getting rachntivus 
cloth is trickier When you travel to the dais 
looking for the Amber Chain, you can find 
rachrurvus cloth in a hidden treasure chest in 
the rachnuvus caves. 



Still Connected to Komacfti, find Stiinkai. an 
aristo. in the library on 2F. When you taik 
to him, he asks you to make 3 rspiica. Tha 
materials required are one lizard lang, one 
rachnuvu-s cloth, and one titanium metal 



Once you get all three materials, find Edward in the library on 2F the stands not tar from 
Shinkai? and Connect to him. Use Edwards ’‘Blacksmilff 1C skill to craft the “Replica 
of a Kylin Sword." Once ifs forged, you musl Connect to Komachr again and return to 
Swcfdm aster Shido to hand over the replica to Shinkai. In return for your help, tie gives you 
a herosong katana. 


SHH 


QUEST CONTACT AVAILABLE 

Faina near Temp lo of Veras After you destroy the Amber Chain 

doors 


REWARD f fit pel 1 non 


WALKTHROUGH 


After you return from destroying the Amber 
Chain af the date, iaik to Fains, who stands 
in the 1F hall near the Temple of Veros 
entry doors. She asks you to bring her three 
pieces 01 damask cloth. 



Where to get it? Michelle can create damask cloth where her 1C skill reaches Level 4. Bui 
damask isn't cheap; each piece requires 2 gold metal; 2 silver metaL end 1 metettte, sc 
multiply each times 3 tor the amourel of cloth you need for Faina. You can buy the gold and 
metetrte materials from the lively shopkeeper, but silver is harder to come by in Haltfta if 
you don't have it already. 


mm 


QUEST CONTACT 


AVAILABLE 


ShlFifcai the anstc m the library Alter you see the “lunar rein falling on Fayer scene from 
Port Zala 



Connectlo Touma inside the ruqm al ihe 
tar '.vest end of ihe Roof 3F hallway, then go 
to the HaFgita library on flour 2F and laFk to 
Shintai Ihe aristo. He's getting reports of 
■,ermiti3Tni monsters around the city, end 
be wants you to kill all you encounter. 



How head out into the Cobasha Tlmberiartcfs and start hunting venhiforms; they're alt over the 
jungle. Keep defeating them until you cart find no mane. A good rip is to return to Halgita. then 
erat again. If the quest is still ongoing, a warmFtorm is always lurking nearby just as you arrive 
in the timbertands. But if you eaiE Halgita and no vermiform fe there on she first trail, you've 
cleared the jungle. Go back info Halgita and Connect with Touma, ihen return to Shlnkai in the 
library for your reward; a deadly katana blade for Touma called "laughter." 




QUEST CONTACT AVAILABLE 


Sara me flower girl .n me Halgita entry hall After you see Hie “lunar rain falling on Fayel" scene horn Port Zaia 


50.000 Fot! 

■WALKTHROUGH fESm 


This quest has a vnry lucrative payoff, sc 
make sure you grve it a go. Talk to Sara the 
flower gid in the Halgita entry hall on floor IF. 
She's curiau$ about what a vermiform carries 
with it and wants you to check. It seems 
Like a simple request, but ft's a tough task to 
complete. 




Now head out into the wilds of die Coba&na 
Timberlsnds ard hunt for a special vermiform 
that drops art item called the ‘blood¬ 
stained seal, 1 ’ You’ll find the jungle filled 
rath vermiform and that's good—you 
need a bunch of vermiform kills In order to 
complete the ‘Vermiform Propagation" side 
quesf anyway. If you follow the route you 
took to Kiriya's hut earlier Ire the main story 
missions, you'll nail ihe vermiform with the blood-stained seat eventually, most likely in the 
big intersection where you fought the orthras, Bring this seal back to Sana and get a cotri 
50,000 Foi as a reward! 


mm 


m 


mm 




































ITEMS & ITEM 
CREATION 


come from many sources. You + ]l find Fol from treasure chests and fallen enemies throughout the game — 
rhis currency can be used to buy most items from shops. Defeated foes also frequently drop items. The Item 
Creation system can also make just about anything in the game. The best pieces of gear cannot be purchased or 
found as battle spoils—they come from treasure chests late in the game, or from the Item Creation system. With 
■his system, characters can attempt to fuse items and materials into a superior result. There are five different 
crafts. The following table shows the characters that are skilled in each craft, as wet! as their initial !G level. 



Graft 

Artisan 

Ertcftanting 

Capell (Lv.1. acquired In Sapranj 

Forging 

Eugene (Lv.2), Sigmund (Lv,3), frJwaol (Lv.2), 

Kristofer (Lv.4) 

Afcfiemy 

MicAalfe av.2), Kiriya (Lv.4). Sarapfflna (Lv.4), 

Sigmund (Lv.3) 


Craft 


Conking 

Aya i'Lv-21. HiiCtia i Lv.1). Domino (Lv.3), Sinmund 
(Lv.2) 

Writing 

Rico (lv.1 1 , Savio (Lv.3), Sigmund (Lv.3) 



All of these characters except Sigmund gain new craft recipes by increasing their 1C level. This is accomplished 
simply by making many items. The higher the level of the recipe, the more it contributes. However, higher-level 
recipes are also more likely to fail, breaking some of the ingredients. For this reason, you might want to save the 
game before attempting Item Creation with rare ingredients, like when making the best weapons and armor in the 
game—most of which are obtained through crafting, rather than from a treasure chest or toe. 




Weapon Wamp nesnnnlirm 


Value Rarity ATH HfT OFF Am I NT 11 in Effects Special Acquisition 


m 


i 5 k 


pence! 


.vordsmari 


Forging 


Rarity Creatk>.Resijlt 1 st Ingredient Qty. 2“* Ingretyr^t Qty. 3 rt Ingredient Qly. Sigmond ICL*. EdwartWLY. Knsittfer 1C U 


I Cork Wood I 2 -- -- 




Name & Description: As you mg tit guess, this is the name and description tit the item in question 

Q Value: For item available, in stores, this is the cost For all items. the amount of Fol received for setting the item is hah mis numbet. 

0 Rarity: Indicates how exclusive and hard-to-come by an item is. Hems with higher rarity timbers come from very specific so .jrces onh (say. cent ng a psrtk:i/iar 
boss} or from higher-level Item Creation recipes involving rare ingredients, Wearing pieeas of gear with higher rarity values also helps increase grades during 
multiple party battles. 

O State; The attributes granted by an item, ATK and HIT determine mefse effectiveness, while DEFand dictate how much damage is taken from melee attacks, or 
whether it's avoidedMogethef through guarding. INTdetermines both magic effectiveness and magic defense. LUG tea hidden stet granted oniv by certain 
accessories—increasing luck has.a positive effect on Quality of enemy drops, critical hits, guarding, and survival. 

0 Effect s: Special bonuses or penalties granted or accrued by an item are listed here. 

Qf Special Acquisition: The majority of Hems in the game are available in shops, or can be made through Item Creation, However, some items are only available as loot 
from certain monsters or spoils from certain chests, and others can only hi crafted with !C after certain parameters are fulfilled. Special locations or conditions if any. 
are listed here. 

0 item Greet ton Result; The result from a given 1C recipe This is the item you'll receive if the synthesis is successful 1 * 

O ingredients Needed: The&e am the Hems and quantities needed to attempt a particular iC recipe. 

O C -sh?" * Skil Level Requlred: Hot a wyenc learns every trade, nor can everyone within a given trade make all items available from if. Time columns note who can 
git: wofi of *tvcn re:"e. eye wtei ICiv. ns or she must attain as a prerequisite (6 is the highest level}. 






















































Weapon of choice for the Liberator and his imposter, one-handed swords have great stats, effects, and 
battle skills Edward is the finest crafter of these blades—bump him up to 1C Lv.6, and do not sell the 
emblazoned sword in order to make an azureal blade. The Seraphic Gate is also home to several elite 
swords. Don't miss the instrumental sword, with its unique sound effects, located in Castle Valette 
inside a chest that requires Honeysuckle to access. 


WEAPONS 

ONE-HANDED SWORDS jjfc. 


Capet I 


Sigmund 





Value 

Rarity ! 

AIK : 

HIT | 

DBF [ 

aglT 

INT j 

Effects 

Special Acquis ilion j 

^ flfcnleji Sword 

i,n Qiu sword covered with dents. 

50 

1 

25 

ID 

r 

- j 

t 

intraakable 


StlQltSV/Old 

X 

bronte weapon often used by .warn ore 
n their first battle. 

too 

1 

45 

10 

- 

- 

- - 


- 

Broadsword 

A Bronze weapon tbai can inflict great 
damage with its heavy framG 

250 

1 

100 

10 

- 

" 

- 

- 

- 

Gi&lius 

A light iron blade perfect for a beginner 
swerdsrean. 

SCO 

2 

150 

10 

-■ 

- 

- 

- 

- 

’ <■"“ longsvmrd 

A sturdy and deoendabie iron blade 
used by cavalry fortes throughout 
the land. 

BOO 

2 

195 

20 

- 

- 

- 

- 

- 

Scimilar 

A curved sword marie of upper mat is 
afen used in Fayel where it is called 
a shamshir. 

2C00 

3 

2 m 

20 

- 

- 

- 

-■ 

“ 

Hunting 
^1- Sword 

N ‘ 

A shortsvrtjrd (flat rubles of Sunguss 
often carry with the# on deer hunts. 

1500 

2 

210 

30 

- 

“ 

- 

critical flit rate +3% 

- 

Falchion 

A steel broadsword known as a talx m 
Fayeh where it is standard army-issue 
equkpmem. 

3200 

3 

315 

50 

- 

- 

-■ 

- 

- 

^ Rapier 

A titanium rapier with s pointed tip that 
makes it Weal for lunging. 

! 

5500 

3 

450 



- 

- 

- 

~ 

Silver Sraf 

»■ 

A silver longs word us-sd in the lunar 
rite. It is also u&alui for fending off 
demons. 

10000 

4 

500 

— 

- 

“ 

- 

MP Regene nation 

1% 

- 

Ceramic 

Sword 

A ceramic tangsword (urged in Kolton. 

Its materbi is l ig f 1 1 yst durable. 

7200 

4 

530 

30 

- 

- 

- 

- 

- 

Pnsfiiatire 

Sword 

A pnsmattte long-sward with a navy- 
colored blade ihat can withstand great 
l stress. 

; 150O0 

5 

570 

4b 

- 

- 

- 

- 

- 

Aqua Elade 

v" 

S A mercurios longswqrd imbued with 
\ the element os water and used by the 

1 Casandutn cavalry 

25000 

5 

B4Q 

45 

“ 

- 

- 

Water attack 

- 

Crescent 

Sword 

1 A ictngsword adorned with lunaiiie. 

Enhances the fielder's lunaglyph 

I powers. 

34000 

6 

570 

30 

- 

- 

- 

- 

- 

fioty Sword 

i A deadly Hinatite-adorned sword with a 
1 glyph engraved into the blade, 

-S0QQO 

6 

700 

35 

- 

- 

- 

MP +10% 


.f^futnantal 

Sword 

1 A blade designed with musical 
| nua'iTies. Greater a beautiful sound 
| with each swing. 

45000 

5 

BOO 

30 

- 

- 

- 

strange noise 

Castle Vatette Treasure 

Chest {Honeysuckle] 

Crystaltite 

X Sad? 

% a highly rei-ned crystallite JongswonJ 

I covered i n im rIcate e n gravings. 

50000 

7 

750 

40 

■■ 

-■ 

- 

Critical liil rate +3^ 

- 

=3CK Swore 

m A longsword w A h amarliste 1 ragments 
f embeddec: in its blade. Forged by 

■ unafesseds. 

H -———-- 

70000 

0 

820 

50 

! - 

- 

- 

Silane* attack. MP 
1 -10% 

. - 
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Emblazoned 

Sword 


Seven-Star 

flktfe 


Ancient 

StfQftf 


Gram 


Ctfesiiai 

Sword 


Balmung 


Azureal Blade 


Description 

Value 

Rarity 

ATK 

HIT 

DEF 

AGL 

IHT | 

Effects 

Special Acquisition j 

A silver-totored sword bearing the 
crsst of SaruteifE. Giver to those King 
Master deems worthy 

10000 

8 

80 

30 

- 

- 

- 

- 

Story Event 

.... J 

A st'light swort marked with seven 
s?3rs Once worn qy ancient Halgitian 
regents. 

150000 

9 

S 50 

50 

, - 

- 

" 

- 

Seraphic Gate 

1 at, ancrem sword left behind by the 
create-' ; t5 sharp blade a match for 
any spe ii or mag ic 

200000 

§ 

1050 

“ 

- 

- ' 

- 

- 

Must complete Private 

Event ^Secret of 

SmtUiery" lo make 

i According to Casamlran mytliology. 
this blade is from Hie gads, Its name 
means "wrath." 

320000 - 

e 

1300 

50 

- 

“ 

“ 

Critical bit rate + 3 % 

Must have access to 
Seraphic Gate to make 

I A blade forged by Verbs Drains the 
$ energy g* the wielder in exchange.lor 

1 divine power. 

S 80 QQQ 

10 

£500 

30 

-- 

“ 

- 

HP drain 1 %.MP 
j drain 1% 

Seraphic Gate 

| A sword created to celebrate the birth 

1 of King Voting's child that vanished 
along with the prince 

450000 

10 

2000 

30 

- 

- 

- 

~ 

Seraphic Gate 

| The (me torm d the emblazofisO 

1 sword. 

500000 

10 

£600 

50 

- 

- 

- 

MR Regeneration 

IS MPxlffS. HP 
| +10% 

1 Most have access to 
j Seraphic Gate to make 

l -i—— 


Sword Forging 



Qty. 

2 U Ingredient 

i 

- 

2 

Shorts word 

2 

Broadsword, 

2 

Granite 

2 

Lauan Wood 

2 

Granite 

2 

Granite 

2 

Marble 

2 

Marble 

2 

Copper Metal 

2 

Ceramic 

£ 

Metafile 

2 

Mercuries Metal 

2 ' 

Holy water 

2 

Hearthstone 

2 

Crystallite Metal 

3 

Amarfeta 

3 

Quartz 


i 

i 

i 

1 

1 

2 
1 


j 3 ffl Ingredient 

My. 

Sigmund ICLv. 

Edward 1 C Lv. 

|- n 


<i 



t 

1 



2 

1 

Shcrtssvord 

1 

3 

2 

Gladkii 

1 

- 

2 

| Hunting Sword 

1 

- 

2 

Scimitar 

1 

- 

3 

Falchion 

1 

" 

i 

Longs word 

1 


3 

Longsword 

1 

- 

4 

Silver Sward 

1 

„ 

4 

Ceramic Sword 

1 


4 

Silver Sword 

1 


5 

Crescent Sword 

1 

- 

5 

I Hd2y Sward 

t 

5 

1 Instrumental Sword 

1 


6 

?Seven-Star Blade 

1 

- 

6 | 

7 Aqua Blade 

■■ 

6 

1 Emblazoned Sword 

wm 

i j 


'fufe/ie and Wr^p/ej' carnal forge swflflfe. 




































































































































































































Weapon 

Name 

Baser iotion 

Value ; 

Rarity ; 

atkT 

hit ; 

OEM 

AGL 

INT | 

Effects 

Special Acquisition 


Blacked Bow 

A balsa bow rein fait ed for improved 
power and range. 

£600 

3 

155 

30 


- 

1 

- 

- 

t 

*» 

V 

Hunting Bow 

An ebony bow that is ligtit and easy fa 
draw. A favorite among burners. 

4500 

4 

ISO 


- 

- : 

- 

- 

- 

t 

Longbow 

An ebony longbow that reausre& a great 
amount of strength fa draw properly. 

B500 

4 

230 

3D 

- 

- 

- 

- 

- 

/ 

\ 

Great Sow 

A large lux bow, Mote versatile than a 
longbow. but harder to Handle 

tzooa 

5 

Z45 

30 

- 

J 

- 

- 

“ 

t 

Poinier 

A titanium bow whose elaborate aiming 
mechanism gives it great accuracy. 

20000 

a 

275 

45 

- 

“ 1 

- 

* 

- 

k 

\ 

Compos tie 

Bow 

A large composite bow chiefly made 
from tentascu. 

35000 

6 

300 

30 

~ 


- 


- 

L 

A 

Broken 

Heart 

A large males bow that is effective 
against mages The target loses magic 
power. 

40000 

7 

300 

30 


- 

- 

MP absorb attack 



Moon Bow 

A plaeitius longOowthat tiras 
destructive. sunatlte arrows. 

50000 

7 

330 

40 

- 

- 

■■ 

MP +10% 


( 

BEa?e Bow 

A golden bow imbued with the element 
of fire that shoots deadly ilarr.mg 
arrows. 

36000 

6 

290 

30 

- 

- 

- 

Fire attack 

- 

' i 

> 

v 

Commander 

Bow 

A pi us longbow reinforced: with 

Cobasna cane vines, Ths best bow 

In Halgita, 

65000 

B 

350 

40 

- 

- 

“ 

- 

“ 

! 4m 

\ 

Saflltbriari 

Bow 

Prototype oi a large how chat in 
development lor use by Royal Btirguss 
Archers 

85000 

8 

370 

30 

~ 

- 

- 

- 

Must complete Private 

Event "Secret of Shiithary" 
to make 

E 

\ 

Royal Bow 

A Halgftian royal family heiricom said 
to never miss its mark. 

1800QQ 

9 

390 

60 

- 

- 

- 

Critical hit rate -3% 

Must complete Private 

Event "Secret of Smilhery" 

\o make 

• 

KpttBOw 

I A metal bow created using the most 
- advanced lectin iq use of Koltcm’s 
weaponsmiths. % - 

250000 

9 

470 

40 

' - 

- 

- 

- 

Must have access to 

Seraphic Gate io make 

1 * 

Sarnga 

j A bow of light onto u«§ tty the 
creator. Its arrows are aided in High) by 
: magical farces. 

360000 

10 

830 

40 

- 

- 


MP +10% 

Seraphic Gate 

1 

Avifir Bow 

A divine bow $1 fay el said to contain 
f the power ot Avifir Reduces rts victims 

I to ashes. 

5 ODOD0 

10 

1370 

50 

i 

A 

- 

-- 


Fire'attack, mp 

consumption -20% 

Most have access id 

Seraphic Gate to mate 




3 rd Ingredient 

my. 

Eugene 1C Mhj 

Sigmund IG Lv. 

Kristol&r 1C Lv. | 



— i — 

i 

1 

Itt 


2 

2 

1 

ICoFk Bow 

1 

2 

3 

2 

Laminated Bow 

1 

3 

-- 

2 \ 

1 Laminated Bow 

1 

- 

- 

2 

8 Hunting Bow 

1 

- 

-- 

3 

g Longbow 

1 

- 

“ 

3 

1 Iron Bow 

1 


-- 

3 

Backed Dew 

1 


- 

4 

Painter 

1 

- 


5 

Composite Bow 

1 

-- 

■■ 

4 

Blaze Sow 

1 

- 

- 

4 

Great Bow 

1 

- 

-- 

5 

Composite Bow 

1 


- 

5 

| Commander Bow 

1 

- 

- 

6 

^ MOOTl BOW 

1 

- 

- 

6 i 

1 Vermi:i!ion Wing Piece 

1 

” 

" 

6 


ITEMS AND ITEM CREATION - WEAPONS 
















































































































































































































VJ VO 


Si 

I, 

► 


m 



Bent Staff 


- 

Acolyte 

Staff 


iron Staff 


Preaching 

Staff 

>- - 

Ebony Staff 

v 

X 

Cerebral 

Staff 


Bishop 

Staff 

*v 

X 

Ligffl Staff 

- 

Pilgrim 

Staff 


<V 




Might Staff 


Glory Staff 


Holy Stall 


Dominance 

Staff 


Sage Staff 


Seeksr 
Staff 


Ancient 

Staff 


Moon Staff 


Rsopfine 

Staff 


t-adhJEeus 


Description 

; Value 

Rarity 

ATK 

j BFT 

| DEF 

AGL 

j IHT 

Effects 

Special Acquisition 

1 A siaff bent from constant use by its 

1 portly owner 

35 

1 

1 ^ 

[ 10 

-- 

p 

60 

Unbreakable 

- 

9 A cork staff often used by aspiring 
| in ages. 

130 

1 

25 

10 

- 

-- 

150 

.. 

- 

; A lauan staff given :o priests who have 
[ bagun tffiir training. 

350 

2 

_ 

30 

10 


“ 

180 

ll_ 


jjfi A strong iron staff used by priests who 
m have excelled in irisir training. 

600 

L_ 

2 

50 

10 

- 

" 

200 

— 

! “ 

- 

■5 A balsa staff mads tight lor waving 
around whan preaching. 

T 500 

3 

50 

! to 

■■ 


210 

L 

-- 

| An ebony staff made strong ior long 
| journeys. 

3000 

» 

120 

10 

- 


230 

- 


| A staff made with benevolence. It 
| hoafs the soul and raises the spirit oi 
the welder. 

6000 

4 

160 

10 

- 

- 

260 

MP +10% 

_ - 

Complete Side Quest 
''Straw" 

| A lux staff wi Bitted by bishops as 3 

I symbuF ol their authority 

5000 

4 

150 

10 


- 

300 

— 


I A silver stall, fu rifted by a high bishop. 

■t has the power to repel evil spirits. 

i , Li . 

esoo 

6 

200 

10 

- 

- 

3T5 


- 

I A temesco staff made sturdy to 
| withstand the long journeys taken by 

1 pilgrims. 

:::: 

5 

215 

10 


- 

350 



= A males staff. Reduces reliance on 
| magic by raising the welder's strength. 

4D000 

7 

350 

30 


- 

420 

ATK +5% 


j A placidU 5 staff with the power lo ward 
| offevTL 

25000 

6 

250 

10 


” 

400 1 



| A piaddus staff imbued wffh holy 
j power by a priest over a long period 
| of tame. 

30000 

6 

280 

30 

- 

- 

450 

MP Regeneration 1 % 

- 

1 A lunatite staff used as a symbol of 
\ power by those En authority. 

42000 

7 

310 

30 

- 

- 

500 

■■ 

- 

3 A plus staff earned by sages. 

66000 

3 

3SQ 

10 

- , 

- 

550 

- 

- 

j A staff wielded by those m search of 
i themselves. Has the power to dispel 
worries. 

60000 

6 

410 

10 

- 

- 

500 

“ 

Musi complete Private 

Evant "Secret of 

Smitfiery' Eg make 

A staff which priests serving under 
C&ridisns use to control the flow oi 
magic. 

180000 

9 

500 

30 

- 

“ 

780 

Casting time tfwn 

Must complete Private 

Event "Secret of 

Smith ery" to make 

A staff with a Frag mint of the moon 
embedded in it. Amplifies the wieldeffs 
iunagiyph power. 

260000 

9 

m 

30 

- 

- 

1000 

£arffi damage + 10 % 

Must trave access to 
Seraphic Gate to make 

A staff wrffT powerful magic created to 
pumsb criminals guilty of terrible sins. 

380000 

10 

mo 

30 

-~ 


1300 

- 

Seraphic Gale 

A staff of two entwined snakes. Reate 
tti? mjut^s and revives the dead. 

500CGO 

10 

L 

m 

30 

-■ 

- 

1450 

earth damage -30%. 

HP Regeneration 3%, 

MP Regeneration 1 % 

Must Nave access to 

Seraphic Gate to make 




























































































































Stall Forging 



■ Cork Wood 


Lauan Wood 


Bagirr-er Stall 

Acoyte staff 
\ron Staff _ Iro n Me tal _ 

'Prea ctiinq Staff _ Sa lsa Wood 

Eb&ny Wood _ 

* Wood 


Bishop Staff 


Ebony 


Light Staff 


Silver Metal 


. Lentesco Wood 


I Glory' Staff 


t Hoiv Staff 


: T.: :e 


\ S:e:i 


I Qommancp_£ti3ft_ 


I Sagg Sta ff. 


I Seek§r Staff. 


| Ancient Staff 


Placid js Wood 


Malts Wood 


Pius Wood 


Pius Wood 


Atlantis Metal 


| Moot Staff 


ICaduceus 


Atlantis Metal 


■ 

T 

2 

2 


S9DMW 

, HBi 

1 

- 

FteninriHr 5E:sir 

.. 

■ — 

J 

1 

Acaivfe Staff 

1 

1 

1 

- 


1 

2 

3 


jHohr Water 

[Sands tons 

ACPtVie Stall 

Acolvte Staff 

i 

i 

z 

2 


— 

Grande 

1 

Preacning Staff 

i 

2 

“ 


2 

Holy Wafer 

2 

Iron Staff 

i 

.3_ 

3 

- r - 1 

2 

Granile 

1 

Slshoo Staff 

Ehanv Staff 

i 

— 

2 

2 

Marble 

1 

i 

3 

^ ■■■] 

— 

He Iv Water 

3 

Liaiil Staff 

i 

4 

- 

_ 

3 

1 

Holy Water 

A 

Glory Staff 

i 

4 


Metbtits 

1 

Pllqrim Staff 

t 

4 

j 

_ 

2 

2 

Hiartristons: 

1 

Light Staff 

t 

5 

- 

LuTiatite 

1 

1 

Pilcfrim Staff 

■i 

5 

- 

—- 

2 

Quartz 

Sage Staff 

i 

5 .. 

-■ 

— 

1 

Amarli&ta 

1 

Holy Staff 

■i 

6 

" _ 

— 

2 

2 

Lunatite 

2 

Ancient Staff 


& 

_ 1 

— 

Amsrlista 

2 

Moon Stall 

$ 

-—-- 


*Edvnnf and KrtStotar cannut forge stetts. 


GRIMOIRES 


fp 






Hi 

j 


1 hZm*M 


Michelle 


Seraphina T 





lyilP^p? 


Grimoires are powerful tomes that enhance fit® user's 
magic power, Savio can learn in write most ol the 
heller ones, hut the strongest hook, “Genesis;' is in 
the Seraphic Gate, 


Name 

Oestriplion 

JH_ r 

Value | 

Rarity 

ATK ! 

HIT I 

□EF 1 

AGL 

INT^ 

Effects 

Special Acquisition | 

m 

Moth-Eaian 

Grftnoire 

A tattered mage’s bo$k fa^ng apart due 
to the ravages of Insect inf Mission; 

20 

1 

i 

J 


- 

_ 

BO 

Unbreakable 

“ 

n 

■The World of 
Ntagfc ' 1 

A mage's hook for banners. Teaches 
the basics of lunaglyphs and rnagEc- 

100 

t 

C 

to 

“ 

_ : 

1S5 


1 


-Tba Art of 
Makers Tea" 

An m-deplti guide to making the perfect 
cup of m. 

260 

2 

10 I 

10 

- 

- 

200 

- 

- 

■ 

“□imerisional 

Journey” 

A mage's hook about the magic and 
mooters in a realm bayonet the woiid 
with two moons. 

550 

2 

IB 

10 

- 

-- 

220 

- 

■■ 

ta 

^Romancsng 
lor Women 4 ' 

A love manual for women Reveals 
the science behind snagging me 
perfect guy. 

1400 

3 

1 

25 : 

10 

, - 

- 

230 

Cliamn attack 

f 

* 

The Shadow 
Codex’ 

A male's book compiled in Casartdra 

A yaluabte piece of work from a lost 
kingdom. 

2400 

3 

30 

10 

“ 1 

- 

250 



ta 

Mtcbella’s 

□ia^v 

An embarrassing diary containing 
Michelle's feelings for Sigmund. 

3000 

4 

35 

1 ° 


_ 

! 300 

- 


■ 

Tear of the 
linsttft' 

A hook full of uncomimneo stories 
about mysterious spirits. 

4500 

4 

40 

10 

“ 

_ 

350 

u 

1 - —- 1 

* 

The 

r&M den 
Samare' 

A mape's book said to contain magic 

50 powerful it could destroy the caster. 

1DOOO 

5 

46 

ID 

" 


m 

MP +10%. DEF- 
10 % 

r h 


Tate” 

1 A book about a boy's endless 
j adventures. Its voluminous text mates 

1 for an excellent weapon. 

14500 

5 

52 

10 

- 

- 

420 

“ 


■ 

"Swe? 

[ An ancient bcuk containing the seven 

1 secrets of tho gods preceding Veras 

13500 

6 

65 

30 

- 

- 

450 

- 

- 

* 

-Scared 

Kolia n research paper on experiments 
n combining magic vrlth science. 

35000 

6 

70 

1 

30 

" 

L, 

500 

Aeihw damage 
+ 10 % 





ITEMS AND ITEM CREATION - WEAPONS 

















































































































































































































-^rn 

Description 

Value 

Rarity 

ATK 

KIT 

OEf 

AGl 

IHT 

Effeds 

Special Acquisition j 

IS 

"SmJ of fees" 

A banned book written in detail a bout 
the end ol ins creators reign- 

40000 

7 

83 

10 

- 

! 

“ 

6BO 

MP Regeneration 

-■ 

■ 

‘Apocalypsa 
of Darkness" 

A companion book to “Apocalypse of 
Light." increases air and water magic. 

50000 

7 

95 

30 

- 

- 

650 

Water damage 
+30% 

- 

■ 

"■Apocalypse 
of LighT 

A companion- book to "Apocalypse of 
Darkness ~ Increases earth and fire 
magic. 

66000 

8 

100 

30 

! 

- 

710 

Aether damage 
+30% 

“ 

ix 

"The Book of 
Judgment" 

The confessions oi a lauded saint and 
hte abandon men l of his god for the 
black arts. 

72000 

G 

120 

10 

" 

- 

760 

- 

- 

■ 

“Papyrus 

Marcus* 

A book on the secret an ot 
manipulating paper 

165 000 

9 

150 

30 

“ 


330 

yp +io% 

- 

■ 

"The Tales of 
Voteung” 

A collection of tales from the young 

King Volsung's epic adventures. 

260000 

9 

200 

j 30 


- 

1100 

» 

Must have access to 
Seraphic Gate to make 

fi 

*Tai& of Two 
Moms? 

A book about the truth behind Veras 
and the period before the crimson and 
blue moon. 

45DG0Q 

ID 

250 

30 


- 

1620 

MR Regeneration 

1 % 

Musi have access to 
Seraphic Gats to nuke 

is 

"Genesis" 

| A book about the creation of the world 

1 Gives its bearer linttlass wisdom 

500000 

ID 

300 

3D 


- 

1350 

Magic damage 
+10%, Casting Ome 
down 

Seraphic Gats 



Grimoire Writing 


Papyrus Paper 


2 ilFttSEKM) 


"Pig Art pi Mating Te a* 


i Monster flaw 


'Dimensional Journey 1 


* Rd (715 nc]n g :g f Wom en" ""he Art of M aMn& Tea" 


i - . 1 Pgry 


•D.msnssonal Journey" 


The Shadow Codex' 


r tyri Papyru s pgpe' 


-Tha Shadow Codex" 


Fear of the)Meen 


'The Shadow Codex 1 ' 


■'The Forbidden Gn noire 


1 j Pulp Paper 

1 Parchment 

2 Pris F^iit .^r: 


Tear ottug Unseen r 


The forbidden Grime ire* 


'Scienc e of M agic’ 


Parchment 


■Parchment 


■"Seven Secrets" 


‘End of Ages*_ 

■ •■ : tri Darkn-sT a" 


1 -jRachnuyiJE_Qo|h_ 


1 SalamajiOfef Skir 


1 E Ceram tc Ring 


Halaltaan Pape r 
Endltss 7 a. 2 


1 "The Talas of Vpl&ura 


GREATS WORDS 


Dominica 


Edward 


Rusted 

Gneateword 


Unbreakable 


A fusted and damaged grealsword. 


A bronze grealswonf wi(h a long hilt. Can 
be h aid with either one Dr two hands. 


Hand-snd-a- 
HaJt Sword 


A copper gfeatsword designed far both 
slashing and lunging 


Bastard 

Sword 


A copper greats word requiring the use 
of doth hands. Unleashes devastating 
blows. 


Rarity j Creation Result 


Heavier counterpart to one-handers, greats wards 
require both hands to manipulate. They are bested 
in power only by axes and claws. Edward trails 
the belter greatswords, including the incredible 
Ka rath os blade at LC Lv 6. The hrotti, almost as 
powerful, can be found in the Seraphic Gate. 


Special Acquisition 


Description 


(fly 

3rd Ingredient 

Qty. 

Rico It Lv. 

Savin JC Lv. 

Sigmund 1C Lv. j 

i 

— 


1 

1 . 

3- 

i 

_ 

- 

1 

1 ! j 

2 

2 

Ls.ntescc Wond 

i 

2 


2 

l 

Leniesco Wood 

i 

: 

2 

3 

1 

L?ntascc- Weed 

1 

2 

2 

3 


- 

- 



“ 

2 

Writers Quill 

i 

3 

3 

■■ 

2 

Writer's Guffi 

i 

3 

. ?.. J 

- 

3 

Writer's Quill 

i 

4 

3 

- 

1 

Writers M 

i 

4 

4 

- 3 

1 

! water's Otrfi 

i 

4 


2 

1 Writes Ouffl 

a 

5 

A 

■■ 

l ICWsO. 

i 

5 

5 

- 

f ! Clerks CbTJ 

i 

5 

5 

- 

1 

CSertaQtifll 

2 

0 

5 

- 

2 ! 


- 

6 

5 



Genus'S Oarfi 

1 

J 

6 

[ - 1 

1 m g 

GsipuS’S Qyiii 

2 


6 



































































































































































































Value | Rarity j fiTK j HIT DEF | “l INI 


Special Acquisition 




Greaisword 


Claymore 


Shamshir 


Katzbaiger 


Rlanbenge 


Defender 


Pnsmatite 


AUamfs 

Blade 


Duiiahan 


Bidvsheart 


Ascaton 


Caiadbbtg 


Hmttt 


An iron greatsword used by many 
swordsmen due to its easy handling. 

SOQ 

2 

200 

20 | 


- 

- 

- 

“ 

A titanium greatsword. Surprisingly 
light for its large Size. 

4000 

a 

350 

20 

- 

“ 

- ' 



F A titanium greats word With a long 
curbed blade 

7500 

4 

380 

30 

“ 

- 

“ 


- 

A two-handed steel greats word made 
£ lor lunging end piercing armor 

330B 

4 

410 

30 


- 


“ 

- 

| A steel greatsword with, fine 
? grafts mansh i p favored by Holton 
% mercenaries 

16000 

5 

440 

30 

- 

- 

- 

- 

- 

A silver greatsword Its flame-1 ite blade 
is deceivingly deadly 

22000 

5 

5SO 

39 

-- 


■■ 

- 

- 

A g rssisword whose size and $ha ps 

1 allow itio be used as a shield In 
a combat. 

40000 

5 

530 

30 

" 


- 

Autoguard rate 

- 

g A prl smatite g reatswu rd. Shining a 
ii. brilliant purple, the blade is extremely 
s sharp. 

3ZCBQ 

G 

600 

30 

- 

- 


- 


§ A Lunalite grsatswond. engraved with 
a lunaglypb, its blade can cut through 

2 | anything. 

53000 

7 

730 

30 

- 

- 

- 

- 

- 

jl An ahantis greatsword whose flawless 
blade OEVfcr rusts or nicks, 

200000 

9 

1 O 0 C 

30 

“ 

-■ 

- 

- 

Must complete Private 

Event “Secret oiSmitherf 
to make 

S A cursed sword said to have ysed 

1 i o behead many me Jl. Boa sis great 

H strength and reach. 

30000 

8 

300 

- 

“ 

“ 

- 

- 

- 

- The greats wo rd of a leg e ndarv 

E mercenary who tacifd and won many 

E battles. 

6BD00 

7 

760 

30 

“ 

“ 

“ 

- 

- 

% A greatsword of Georcm. a hero f'om 
Burguss. Venerated as a^holy sword 

H after his death 

230000 

9 

1850 

30 


- 

■■ 

HP Regeneration 

3% 

Must have access to 

Seraphic Gate to make 

m ---nr 

i-v a g reatswo rd from Kollon mythology. 

f ? Sa^d to call forth lightning with each 

E hit. 

380000 

9 

2000 

30 

- 

- 


Paralysis attack 

Must have access to 

Seraphic Gate id make 

W A sword once guarded by Fafnir ihs 
ravagar ot Casandra Taken by King 

E Voisung after his victory. 

450000 

10 

2500 

30 

~ 

“ 

- 

: - 

Seraphic Gate 

9e Voisung's sword cohlalnmg the power 
11 of Karathos. its watery btede cots all 
f* before it 

500000 

10 

3050 

30 

* 

“ 

■■ 

HP absorb attack. 
MR absorb attack 

Must have access to 

Seraphic Gale to make 


Greatsword Forging 



3wr:<; Bronze Mala I 

jiGiaatswofti l lranMslal_ 

Bastard Sword I Copper Metal _ 

- Swo rd ICoppec Mstal _ 

Claymore Titan un Metal 

iSh amshir _;Titanium Metal 

Estoc' _ 1 Steel Metal._ 


JC^tzbaTgftr 


Ratnb&tqa 


Jsfendey 


PrisTOijIe B lade 


I ■■= i:: ' : ade 
EBiaffitesri m 


Silver Metai 


B^aze Metal. 


Prisrratrta Metal 


uliahan 


AasnltS BladE__ 


Ascslon 


GaSMftH ig 

* -'I 


[Lcnatite 

Mer:un. V: • 

■ ■ • if Metal 
Mantis M etal 
] Atlantis M etal _ 
Atlantis Matai 


As-caion 


Qty, 3 ri Ingredient Qly. Sigmund IC Lv . i Edward 1C Lv. 


^■ Hana-and-a-Hjlt Sword 
||Bl1ari£and ^-H 5^' Swo;_d _ 

[Greatsword 


4 

3 

4 

3 

4 
3 
3 
3 
3 
3 
3 
3 
3 
3 
1 


11 Bagj_r=rdSw o-rd 
■Two-Handed Sword 
B Hapjer 
■jCia ymore 


1 v ^ —- 

IpambeniB 


| Fssmbe roe 

E 

] Pnsmatite Blade 

i -- 

s Bravebeart 

i j- U 

'Oullahar, 


[sirw of Life _ 

H|BAtlariBsBladfi._ 

| Prismatlte Ring 

2 As talon 

i Karathos Sandals 

1 Karaihos Necklace _ 


(is. 
























































































































































































































PART 5 































































































































































































'Eugene, Si'gnturnt, and Btiwsrd cannot forgo Quat Daggers. 


Wielding it like a conductor's implement, Rico 
uses a baton to aid him in controlling animals 
and casting spells. The best baton is found in 
the Seraphic Gate, but Kristofer can make some 
exquisite ones as well. 


Rica 


a me Dest notion 

Value 

—— f 

Rarity 

« 79 
ATK 

HIT 

DEF 

AGL j 

INT 

Effects 

Special Acquisition 

/ 

M i II l HI! Ill II 

Cracked i 

Bstarr 

^ baton feat is so beaten up,. It looks 
ready to break at any moment 

20 

V 

20 

10 


- ' 

45 11 

Jribreakabte ; ■ 

- 

7 _ 

Toy Satori 

A cork baton. Perfect as a fey tor kids. 

150 

1 

35 

10 

- 1 

- 

55 

- 

- 

1E2 

Training 

Baton 

ft lausn baton often us^d by aspiring 
conductor tor practice. 

300 

l 

50 

10 

- 


70 

- 

- 

72 

Novice 

Baiun 

----4-- 

ft lausn baton often used by moss 
training to become conductors. 

550 

2 

65 

10 

- 


120 

- 

“ 


Ebony 

Baton 

An ebony baton. Only for true music 
aficionados. 

2800 

3 

145 

10 | 

- 

“ 

200 

“ 

- 

\ * 

Battle 

Baton 

An ebony baton converted tor use on 
fee battlefield. 

430Q 

4 

180 

10 

- 


350 

Critical nil rale +3% 

- 


Marching 

Baton 

A balsa baton usually used whan 
conducting a military band. 

1650 ' 

3 

100 

10 

- 

- 1 

170 

x 


7 ^ 

Lux Bifen 

A to* baton. Eralrants those who catch 
the performance. Used by a famous 
conductor 

7000 

4 

200 

10 

» 

- 

260 

Charm attack 

Complete Side Qu£Sl "rtoi 
termination" 

\ ^ 

Marble 

Baton 

A marble baton wife intricate 

Engravings Might as well be called a 
piece of art. 

8500 

5 

220 

10 

-- : 

“ 

300 


i -- 

/ 

Silver 

Baton 

A silver baton. A light but durable piece 
that also exhibit a sense of style. 

10000 

5 

250 

10 

- 

- 

340 

r~ 

- 

72^ 

Symphonic 

Sbton 

a A placid us baton tor advanced users 

3 which can weave toyefee r fee many 
:■ sounds ul battle. 

32000 

3 

280 

30 

~ 


370 

- 

Complete Side Quest 
'Rebirth dE Balgcta* 


HeatPng: 

Baton 

\ ft placid us baton wife the power to heal 
a bofe the body and soul 

40000 

8 

: 320 

30 

- 

- 

400 

HP Regeneration 

3% 

- 

/ ^ 

pFrsnaatife 

Baton 

| A beautiful yat deadly rairbow-ceiorso 
! prismatite battle baton. 

42000 

I 7 

360 

10 

1 ” 

- 

430 

Critical bit rate +3% 

- 

X * 

Met roti am 
Baton 

| A magical aila nts bsinn feat puts feo^e 

who waiGh it to stoop. 

160000 

9 

550 

30 

I » 

“ 

; 7 30 

Sleep Attack 

Must com piste private 
Event ' Secret of Smithety* 
(0 make 


BATONS 


C matron Result ! 

r Inure die nt 

Qty 

2 ,,J ingredient 

Sjpanaw 

Bronze Metal 

1 

- 

Seagull 

iron Metal 

1 

Sparrow 

Lark 

Copper Metal 

1 

Seauull 

| Nightingale 

2 

Lark 

■ Kingfisher . . SSieelMeul 

1 

Ninhimgala 

■Swallow 'Steel Metai 

2 

Kingfisher 

Peacock 

lSilver Metal 

2 

Marble 

Owl 

Titanium Metal 

1 

Kingfisher 

Falcon 

Ceramic 

1 

Owl 

Cuckoo 

Blase Meial 

1 

Falcon 

Lovebird 

Flying SwaJtow 

Prismabte Metal 

Marourius Metal 

J 

1 

Falcon 

Swallow 

Raven 

Crystallite Metal . 

1 

Lovebird 

Shrike 

Amarlista 


Raven 

Jacena 

Amarlista 


E^gle Eve 

Vulture 

Atlant is Metal 

* 

Shrike 

Eagle 

Attends, Metal 

2 

Ftyino Swallow 

Plovers 

Atlantis Mete 

2 

Vltfturfl 


Oty. 

3 rt Ingredient 

Oty. j 

Krtsloler 1C Lv, | 


fir — 

1 

2 

„ 

- 

1 

2 

2 

2 



2 

l. 

- 

2 

... 

- 

3 

2 

.. 

- 


1 

NlGhEinqale 

2 

... I ... ; 

2 


- 

4 

2 


j * 

2 jj ■■ 


L i 


. " ...... 5 

2 1 — 

- 

l § _j 

2 - 


\ 3 1 

2 

2 

5 

2 

.2 

H Raven 

6 

6 

i 

- 

6 

1 Idacana 

1 

6 
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■-■•.i.. • " >Ii 


Marching Baton i Balsa Wood 


Fb'" vVbf.r 


f'mphoEwp Baton 1 Piacidu'S Wocfi 


R'acld ns Woof] 


Prismatits Baton 


Rnsmatits Metal 


Scemindg l&ton 


Spiriloso Baton 


Metronome Baton Atlantis Metal 


GnandiDsa Baton 


Rarity ; Creation ResuJI 1 V Ingredient 


Eugene 1C Lir. . Sigmund 1C Lv, Kristofer 1C l*. 



Name 

Description 

Value 

Rarity 

ATK 

HIT 

DEF 

AGL 

IHT 

Effects 

Special Acquisilion 

/ 

tltEfOKO 

Baton 

A pius baton. Strengthens both users 
and observer*. 

73000 

a 

400 

to 

' “ 


520 

Air damage +l(jb 



Seemancto 

Baton 

A magical baton that drains energy 
hum [hose who watch its meted 
performance. 

45DOO 

1 

3S0 

30 

“ 

- 

470 

Curse attack 

- 

* 

Sprrftoso 

Baton 

A magical baton that raises the 
wiekfer's spirit and recharges the 
magic of those who watch. 

SSOOO 

3 

420 

ID 

- 

- 

600 

MR Regeneration 

1% 


7~^ 

Ammato 

Baton 

A baton that increases the talent of the 
user, allowing for beautiful and liveSy 
gestures, 

235000 : 

0 

600 

30 

“ 

- 

620 

- 

Musi nave access to 

Seraphic Gate id make 

X ^ 

Grand! pso 
Baton 

A Baton able to take control of va rious 
things. Its grandeur moves all who 
watch. 

4SD0Q0 ; 

_ 

10 

620 

30 


- 

1050 

Air damage +30% 

Must have access to 

Seraphic Gate to mate 

/ 

Maestro s 
Baton 

A legendary baton with a large area 
of Influence. Increases the user's 
conducting speed. 

500000 , 

10 

750 

30 

- 

- 

1350 

Casting time down. 
Gold +10% 

Serwhic Sato 


Baton Forging 


i my. 

2 rd Ingredient Qty. 3 IJ Ingredient 

Oly. 

2 

- 

- 

2 

Toy Baton 

- 

2 

Training Baton 1 J- 


2 

Novice Baton i 

- 

2 

Marching Baton Kin - 


2 

Ebonv Baton T 

- 

2 

Vine 2 Ebony Baton 

1 

2 

Lux Baton 


2 

Mgrble Baton BO - 


2 

Marble Baton 1 

- 

2 

Aroma Oil 3 Symphonic Baton 

1 

2 

Battle Baton 1 

~ 

2 

Healing Baton 4-.S - 

- 

2 

2 

See mando Baton 1 

- 

P rlsmatite Bato n ! 1 -- - 

- 

1 

[Spiritosa Baton 1 - 

2 

Pius Wood 2 

-- j 

2 

Pius Wood 2 Matos Wood 

2 


‘Edward cjnmf forge Batons. 


DRUMS 


Rucha plays her drums while casting spells 
or summoning Tir na Nog, tier ethereal 
pet. The second-best drumset, okedo taiko 
drums, are found in the Seraphic Gate. 
Eugene at 1C Lv.6 can then upgrade them lo 
the best set, mystic drums! 


Rucha 


. Ripped Drum 


Toy Drum 



Clay Drum 


Bodhmrt 


Terabyte 


Sevan 


Corneal 

Drum 


Description 

Value 

Rarity ] ATK 

HIT 

DEF 

AGL 

INI 

Effects 


A broken drum that cannot be played. 

35 

1 15 j 

10 

- 


70 

Lrtoreatefcte 


A cork drum, Perfect as a toy marching; 
dram for kids. 

m 

T 

... 

20 

10 

. 

- 

150 

r 

- 

A sandstone dram of primitive design 
with hide stretched over a dried clay 
tube. 

300 

2 

28 

10 


“ 

130 

- 

- 

A lauan instrument made from' hide 
stretched over a shallow drum. 

550 

2 

35 

10 

Tj 

- 

200 

L I 


A vase-shaped granite drum ihat 
creates a clear, crisp sound. 

! 

1250 

3 

55 

10 


“ 

210 


| 1 

A bcwi-shaped balsa drum with hide 
stretch ad over a simple shell. 

2500 

3 

100 

10 

! - 


225 

- 

“ 

A cone-shaped lux dram with bide 
stretch etl over die rim. 

5000 

4 

| 150 

10 

H 


250 

~ 






























































































































































































Name 

Eesu rip Lion 

Value > 

Ratify 

ATK 

HIT 1 

DEFj 

AGL : 

IHT | 

Effects 

Special Acquisition 


Barr^na 

Drum 

A csramie drum with a fudfl Win shell. 

1 QDDO 

4 

IBS 

10 

- 

-- 

3GQ 

MP-1D% 

- 


Ceramic 

Drum 

A robust ceramic drum. 

6300 

5 

2GQ 

10 

- 

- 

320 

- 

- 


Silver 

Drum 

A silver drum whose shell looks 

Deautridl and makes a great sound. 

3200 

5 

220 

10 

- 

- 

350 

- 

-■ 

m S/ 

Dholak 

A heavy barrel-shaped tentesw drum 
Hard to master, but effective as a 
weapon. 

25000 

& 

250 

30 


- 

400 

“ 


%■ 

Taiko Drum 

An hourglasseshaped drum from 
ancient Haiglta, Makes an @1@gwit 
sound. 

30000 

G 

2SO 

30 

•« 

- 

440 

- 

- 


Timpani 

A perfected prismatite drum fhat 
destans all those within earshot. 

40000 

7 

300 

10 

- 

: - 

470 

untwaring arack 

- 


Fine Beat 

A blazing drum that lets out a raging 
beat. 

45000 

7 

320 

3D 

- 


500 

Fire damage 

- 

V 

Talks War 
Drum 

A pius drum used on the battlefield to 
raise the morale or troops 

60000 

fl 

350 

10 

- 

” 

520 

- 

- 


Dance 

Tambourine 

A sample drum IM contains a 
surprising amount of magic. 

74500 

8 

3 SO 

ID 

- 

- 

520 

MR+ 10 % 

- 


Talking 

Drum 

A remarkable drum known for its 
speech-like sound that drives people 
mad. 

laoooo 

9 

420 

30 

- 

- 

800 

Confusion attack 

Must complete Private 

Event “Secret of Smithery" 
to make 


Beatdovm 

A drum with magical beats that smash 
trie enemy's souls. 

250000 

9 

450 

30 

- 

- 

1 D 00 

Fire damage +30% 

Must complete Private 

Event “Secret of Smrthery" 
to make 

%- 

Gkedo 

Taiko 

Drum 

An ancient Halgitim drum that 
j enchants all those who hear its 
hypnotic beats. 

450000 

10 

550 

30 

- 

- 

1450 

Charm attack 

Seraphic Gate 


My^bc 

Drum 

! A drum shrouded in mystery for its 
j uninentitiah e material and unique 
sound. 

-- -v - - - 

500000 

ID 

500 

3D 

- 

- 

1650 

Magic damage 
+ 10 %. Castrng lime 
down, EXP +10% 

Musi have access to 

Seraphic Gate to make 



mdstone 


[Clay Drum 


Bodhfan 


I Granite 


srabuka 


[Banana Drum 


Con ca Drum 


Ceramic 


CaramicDrum 


Silver Metal 


Silver Drum 


Leniesco Wood 


F :: ir-. 


Prismatite Metal 


Merctfiius Metal 


Talking Drum 


Crystallite Mels; 


Malus Wood 


3 vi iU 


At Ian is Metal 


r £tJW/tf cannot targe Drum. 


Sigmund 1C U. j Kristofer 1C Lv. 


Eugene 1C Lv. 


3* Ingredient 


~r Ingredient 


Rarity Creation Result 


fHiiMMi 

msEigffi 

[_ 

i 

T 

1 

; Kenaf Cloth 

1 

T oy Drum 

1 1 

- 

1 

pah bit Hide 

1 

Clay Drum 

1 ■_ f 

L i 

1 

[Silver Fox Fur 

1 

andhran 

1 

2 

. 3 

XI 

I Ramie Cloth 

1 

Tarabuka 

1 

2 

- 

2 

Buffalo Hide 

1 

Sayan 

1 

2 

- 

2 

1 Goldert Wolf Fur 

1 

Sayan 

1 

3 

- 

3 

aBarfecloth 

L 

Banana Drum 

1 

3 

f 

• 

3 I 

[Cotton Cloth 

1 

Ceramic Drum 

1 

3 

„ 

3 J 

5 Chameleon Skm 

1 

i Ceramic Drum 

1 

4 

- 

4 

IsilkCfuth 

1 

I--: i- 

1 

4 

- 

4 

ISalamander Skin 

i 

i Silver Drum 

1 

5 

- 

5 

\ Qamnsfc Cloth 

f 

i Dbolak 

1 

4 

- 

$ 

RarJinuvus Cloth 

1 

, T&iko Drum 

1 

f 

- 

- 

j Garuda Skid 

1 

| Fire Beat 

1 

5 

-- 

- 

1 Lubricus Cloth 

1 

[Dance Tambourine 

1 

6 

— 

- 

i Draoon Hide 

1 

1 faking Drum 

1 6 

- 

“ 

g Emovrean Cloth 

r £ 

Ckedu so - j - 

pH 

& 

- . 

~ 
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DATA 


AXES 





Baibagan 


Balbagan Is a straight-forward melee 
combatant with that giant axe of his. For brute 
force, the Seraphic Gate s executioner can't 
he beat. Edward at 1C Lv.6 can make Mjolnir, 
which hits almost as hard as executioner, 
without the sapping side effects. However, 
the penalties inflicted by executioner can be 
largely offset with Barrier of Brawn, 


ffigj 


X. 

x^ I 

worn Axe 

X 

Bronze Axe 

X 

Woodcutter 

A.xs 

X 

Soa Axe 

X 

Ogre's 

Hammer 

X 

Broad Axe 

X 

EatfSeaxe 

X 

Poieexe 

X 

MfthriE Axe 

X 

HaEberd 

X 

MeEeme Axe 

/ 

Bias? Axe 

X 

CreBceni Axe 

J 

/ 

Crystallite Axe 

X 

Bardiche 

' X 

Bloody Bat 

X 

Berserker 

\ 

Ground bleaker 

X 

txscufeaner 

X 

Upta? 


Description 

Value 

Rarity ; 

ATK I 

HIT 

OEF j 

Afit ; 

IMT 

Effects 

Special Acquisition 

A blunt axe with nicked edges. 

too 

1 

200 

10 

-- 

- 

- 1 

Jnbr«akabte 


A ttouhte-BdQed bronze axe, A favorite oi 
powerful warriors. 

200 

1 

270 

ID 

- 

- 

" 

- 

■ 

i Converted Irom a simple chop ping 3 x 3 
into a weapon. 

95D 

Z 

400 

10 


- 

- 

-- 

- 

—- 

| ; ftn iron axe. A lavflftte among warriors 
lor its ease of use. 

500 

7 

360 

10 

- 

- 

- 

- 

- 

S A hammer made tram granite. An 
j Extrem ay heavy weap on ifivared by 
j ogres. 

3200 

3 

500 

“ 

- 

- 

- ; 

- 

Complete Side Quest 
'Monster hi Shrine" 

1 A steel axe with an oversized need mat 
:. smashes and slices the enemy's armor 
j tO pLBCSS- 

4100 

3 

A BO 

10 

- 

- 

- 

-- 

- 

*■ A siee! axe converted from a broad axe 

I to be better suited lor fettle. 

8000 

4 

550 

to 

- 

- 

- 

-- 

- 

5 A sturdy and powerful titanium axe. 
p Takes great skill 10 master. 

25000 

5 

750 

10 

- 

- 

- : 

" 

Complete S«te Quest 
‘Faye! Warrior" 

1 -T"- 

a A bfcttdifu 1 s 1 ivrr groat axa. Its Hg lit 

H weight a ml tfiarp blade make it a 
| deadly weapon. 

1BODO 

a 

700 

IQ 


- 

- 

-- 


1 A spec: si steel g rest axe that is 
.} oe rfeclly bal anced for combat 

HOOD 

4 

620 

10 

- 

- 


“ 

- 

I An axe made trom a sharp chunk of 

1 metetfte. Smashes targets with its 

H weight. 

35000 

__ 

- \ 

a 

BOO 

10 

- 

- 

M 

- 


A blaze g reat axe t hat has me abi lity 

H in bum through even the toughest 

R ot armor 

3SD00 

6 

m 

10 

- 

- 

- 

fire attack 

Qompiete Side Quest 
■Strongest Guard’ 

1 A lunallte axe. Its crescent head cuts 
« through things with magic-Eike power. 

40000 

7 

SOD 

to 

- 

- 

- 

MP +13% 


§1 Aciysiaflrtfuxe Us crystal-forged 
m. blade Is a sign of its extreme solidity. 

53000 

7 

950 

ID 

-- 

- 


- 


1 An am? rilsta axe that can chop throug h 
|| any armor, even if it Is enhanced by 
| iunagEyphs. 

7BDDQ 

e 

1040 

10 

- 

-- 

- 

— 

- 

H A grgst axe with a bead shaped like a 

1 feL Drains. the life of its victims 

HOOD 

a 

1100 

10 

- 

- 

- 

HP absorb attack 

Must complete Private 
Event Secret of 

Sfnrtnery" to make 

■j A greal axe imbued with ifte soul of a 
■ berserker. Allows tor all-out attacks. 

200000 

9 

2500 

10 

- 

J_ 

” 

OEF 10% 

Musi complete Private 
Event 'Sucres of 

Smitbery" to make 

1 a magical great axe able to strike with a 
I’- lofw mat cart split the earth beneath it. 

280000 

9 

2150 

10 



- 

Earth attack 

Must have access to 
Seraphic Gate to make 

1 A cursed g reat axe one e used by 
■ executioners 

450000 

10 

4000 

- 

“ 

- 

1 - 

HP ctran 1%, 
DEMOS, 

Seraphic. Gate 

1 A hammer in?t s sard to nuver m-;5S its 
1 target Qua used by a god of war. 

| 500000 

10 

3450 

'j 40 

1 

— 

- 

- 

HP+10% 

Must have access 1o 
Seraphic Gate to make 



























































































































3-rc VeiE 


Bronze Axe 


[Woodcutter Axf. 


j Battime 


I Pgleajte 




C'as:en: Ax? 


[CrvsaMteAxe 


; Crvsia^itg Meiai 


Bardiche 


lAmaiiisia 


TWants Metal 


Rarity Creation Result 


I 11 Ingreriien! 


Axe Forging 


i 2 M Ingredient 

Qly. 

3* ingredienl 

QtV- 

Sigmund 1C Lv. 

Edward tC tv. 



- 

- 

l 

1 

■^Bronze Axe 

? 

- 

“ 

i 

i 

JSea Axs 1 

1 


.2 

i 

,'Trr 

t 

- 

- 

- 

2 

^BrOSC Axs 

1 

- 


- 

2 

■*■’! Battleaxe 

t 


- 


3 

~T Baieaxe 

1 


- 

- 

3 

Monster Claw 

2 

Halberd 

1 

- 

3 

jMnlhri] A& 

1 

- 


- 

4 

- T:-'i 


- 

- 

4 

pMeiitB Axe 

1 

.. 


4 

- Meteiite Asc 

1 



i_ __ 

5 

Crystallite Axe 

1 

- 


- 

5 

■ Bat Wing 

TO 

Crystallite Aire 

i 

- 

5 

Dragon Fang 


Ogre's Hammer 

i 

E !□ 

■ Ceramic, Ring" 

a 

Bardiche 


- 

6 

l! Eve of Avifir 

1 GrounobTeakcT 


-- 

... & 


245 


'Eugene and faist&f&r cannot forge Axes. 


KATANA 


Despite Touma's diminutive build, tie 
strikes swiftly and heavily with tiis katana. 
Krrstofer can make a few of the most 
effective versions, but the cream of the crop 
is found in Ihe Seraphic Gale. 


Touma 


Name Description 

Value 

Rarity 

ATK 

HIT | 

DEF i 

AGL 

INI I 

Effects 

Special Acquisition 


BlunI Katana 

A sword with a blade nicked beyond use. 

60 

1 

so 

10 


- 

_ 

- 

Unbreakable 

-- 


Weather Fox 

The weather fox katana. Equip 11 with a 

200 

i 

400 

15 

- 


.. 

DEF *5 

_ 


mask to receive irs divine prateciioir. 










Ia' 

Wind 

\ ' 

Hie wine demon katana. Equip ft with a 
mask to receive its diwE§ protection. 

1000 

2 

450 

20 

- 

- 

-- 

DEF *5 

-—- 1 

r i. 

Blindeye 

The silent nobleman Katana. Equip 
it with a mask to receive its divine 
protection. 

1800 

2 

500 

20 

” 

- 

- 

DEF 

- 


Ogre 

The destructive ogre katana. Equip 
if with a mask to receive its divine 
protection. 

350D 

3 

510 

30 

" 

- 

“ 

DEF ,5 

- 

%y< r 

Horosting 

The brave iicm katana. Equip a with a 
mask to receive its divine protection 

6200 

3 

520 

30 

- 

- 

- 

m -5 

Complete Side Quest “1031 1 
Ka Lars' 

%A? 

Foresight 

The katana of unyielding peace. Equip 
ft with a mask to receive its divine 
protection 

10000 

A 

500 





Off +5, Paralysis 
attack 

1 

- 


Resentment 

The vengeful spirit katana. Equip it with 
a mask to receive its divine protection 

12000 

A 

515 1 

30 

- 

j - 

- 

DEF+5. Curst 
attack 

- 

%a'S 

Beagaze 

The mariner kateoa. Equip it wild a 
mask io receive Its divine protection 

23000 

5 

550 

70 


" 

. 

OEF+5, Water 
attack 

- 


Honor 

The blade warrior katana. Equip it with 

I a mask to receive its divine proieetton. 

28000 

5 

580 

45 

- 

j - 

- 

DEF +5, Unseeing 
pttack 

I 


Thunder 

The katana of the thunder pod. Equip 
it with a mask to receive its divine 
protection. 

40000 

6 

ooe 

1 

30 

- 

- 

- 

DEF +5. Air attack 

- 

%*# 

Lairght^r 

The katana of the droll man. Equip 
it with a mask to receive its divine 
protection 

43000 

6 

620 

j 30 

- 

- 

- 

OEF+5. Fire attack 

Complete Side Quest 

“Vermitofm propagation" 


Ease 

The katana ol the carefree woman. 

Equip t wj- h £ mask to receive Its 
j divine protection 

45000 

7 

640 

40 

j 

- 

- 

DEF-10 

- 
























































































































































































Katana Forging 


Cork Wood 


i Bronze Metal 


iWeatriar Fox 


2 ; Cork Wood 


E-. ii vVvOii 
Balsa Wood 


Bergsons 


ForSE^ht 


Foresight 
resentn i 


Resentment 


SB Efacuv Wood 
8M iia Wood 
M Lux Wood 
2 -1 L^fite sco Wood 
2 ] Lemes oo Woo d 
2 Placidus"wooil_ 
IjBM PSaddus Wood 
2 : 

2 " o 


Ceramic 


Hearthstone 


iThuoeler 


Laughter 


MercuriiJS MptflL 

Q^m - ; tr 


AtliCl ? 


.rage ■■ 


Dragpoedge 


P us Wood 

? ,E- Av-.: 


r :> ■ k: -1 


i 'EuQcte, Stgmiwd, anti Kristoter cannot forge Kataflft 


DAGGERS 


a broken and crumbling 


j A dagger with 
| tdade. 


A arenas double-edged dagger, Not very 
powerful as o weapon 


A copper dagger. Many assassinations 
have been carried out usmg Ibis 
dagger. 


f \ wide doubte-Bdgeo iron darker. 
Oti^ri used as a backup weapon for 
soldiers. 


Rarity Creatisn Hesnll 1 d Ingredient 


The sprightly Vic wields a dagger well. 
Kristofer makes good ones, but the best is in 
the Seraphic Gale. 


Special Acquisition 


Description 


Name 




ESB 


unbreakable 



1 ~ 



5* 


Ths katana of the sad did roan. Equip 
it with j mask to receive its divine 
protection. 

53000 

7 

700 

30 

1 


“ 

■■ 

[71 .’ HBgUmSm ! 

DEF *10 

wJAj 

. . : 

zy* 

Scorn 

The katana of the scornful woman. 

Equip it with a mask in receive its 
divine protection. 

75000 

a 

750 

4G 

" 

“ 

- 

OEF-rtO 

Mast complete Private 

Event" Secret ot Smrthery" 
la make 

£ 

Atfavta 

The katana of the affectionate sye. 

Equip it with a mask to receive its 
divine protection 

80000 

B 

820 

30 

1 “ 

- 

■■ 

DEF +10 

Must complete Private 

E venr Secret ol Srrathefy" 
to make 

Diagonedge 

TTie katana of the dragon god. Equip 
it with a mask to receive its divine 
protection 

j 170000 

9: 

; 910 

60 

I 

- 

- 

- 

DEF+10 

Must have access to 

Seraphic Gate to make 

- - 


Rags 

The katana of the raging snake. Equip 
it with a mask to receive its divine 
• protection. 

265000 

3 

! 1600 

40 

- 

! „ 

“ 

| DEF +10, Poison 
attack 

1 Must have access to 

Seraphic Gate to'make 


Holy King 

1 The katana or sovereignty. Equip it with 
h mask to receive its divine protection. 

450000 

10 

2200 

40 


- 

- 

DEF+10. Silence 
attack 

1-- 

Musi have access tc 

Seraphic 9 ate to make 


Divinity 

jj The divine Kalana of Kyllm Eauip it with 
jj a mask to receive its divine protection.. 

500000 

to 

J__ 

! 2500 

j__ 

| 

\ 50 


- 

- 

j OFF +10, Stone 
i attack 

j Seraphic Gate 






























































































































































Name 


Description 


Value Rarity ATX HIT DEF AGL tNT Efiects 


Special Acquisition 




V 

Chttamsm 

Dagger 

A copper dagger, A favorite among 

Fayei officers. 

1803 

3 

320 

30 

- 

- 

- i 

- 

" 

X 

Scramasax 

A basic steel dagger. Although 
primitive, U is a powerful weapon. 

3500 

3 

350 

30 

- 


- 

- 

- 

X* 

Main Gauche 

A steel dagger made from hard ore. 

[deal for parrying attacks. 

12000 

4 

350 

35 

- 


- 

Autoguard rote 
+3% 

Com|riete Side Quest 
‘Parental Surrogate' 

X 

Kukri 

A steal dagger with a uniquely curved 
blade that can leave a vicious wound, 

7000 

4 

3SO 

35 

-- 

- 

■■ 

“ 

- 

X* 

Baselard 

A titanium dagger. Its ease of use 
makes ft a ■favorite among thieves. 

1QSQO 

5 

410 

35 

" 


- 

- 

- 

X 

Stiletto 

A silver dagger made for stabbing 
through cracks in armor. 

17500 

5 

400 

35 

- 

- 

- 

Critical till rale +3% 

“ 

X 

Ceramic 

Dagger 

A ceramic dagger. Built tor functionality 
using Koltoris finest techniques. 

23000 

e 

420 

40 

- 


- 

-- 

“ 

X 

Deadly 

Naedie 

AmerciiFius dagger With its 
poison-edged blade, it is idea! for 
assassinations. 

5QGQO 

7 

400 

i 

45 

■■ 

- 

■■ 

Doom attack 

- 

x* 

Blaze Dagger 

A Was dagger. Hot enough to set tire 
to its victims. 

32000 

6 

m 

40 

- 


- 

Frrc attack 

- 

X 

Quartz 

Dagger 

A quaiU dagger whose resonating 
blade can cut through almost anything. 

63000 

a 

m 

40 

- 


- 


-■ 


Katai 

A crystallite dagger that tears apart Its 
victim with each stab 

74000 

a 

550 

45 

- 


“ 

Critical hrt rate +3 s i 

- 

X 

Cinquedea 

A prismatfte dagger. The Wade is 
adorned with engravings, 

40000 

7 

430 

45 

- 


- : 

Farm attack 

- 

x* 

Viper Fang 

A dagger made from the fangs of a 
monst ro us vi per Poisons th use it cute, 

V ' 

175000 

9 

650 

45 

- 


- 

Poison attack 

- 

X 

Gamwennan 

A legendary dagger' of a Jiug from 
a lost kingdom, “his treasure holds 
great power 

245000 

g 

1100 

50 

- 

“ 

- 

Critical hit rate +3% 

Must complete Private 

Even! “"Secret of Smithery* 
to make 

X 

Jambiya 

A valuable dagger said to have seen 
used by Ruslan of Fayei during the 
emirate's founding. 

450000 

10 

1500 

50 

- 

- 

- 

- 

Must have access to 

Seraphic Gate to make 


Moon Blade 

A dagger carved from a piece of one 
of the chains. Drains energy with 
every m 

300000 

10 

1700 

50 

- 


- 

HP absorb attack 

Seraphic Gate 







Dagger Forging 


1 Rarity 1 Creation Result 

V 1 Ingredient 

□ty 

2* Ingredient 

Gty. 

3 * Ingredient 

Qty. 

Edward 1C Lv. 

Kristofer 1C Lv. 

HESS Flint Dancer 

| Bronze Metal 

2 


— 


■- 

3 

1 ] 

HEM °ugio 

[iron Metal 

2 

: -i] n.iggsr 

t 

- 


3 

i 

MLflHR Kns 

} Copper Metal 

2 

Puflio 

1 

- 


3 

1 

KHS Cb: £-jrr Dagger 

jCopper Metal 

2 

Kris 

1 

- 

— 

4 

2 

KEHH Scrasnasajc 

rStee Metal 

2 

Chilanum Dagger 

t 

- 

- 

4 

2 

■ Kukri 

Melai 

2 

Stramisax 

i 

- 

- 

*- 

3 

|H Sti latte 

[Silver Metal 

2 

Scramasax 


- 

« " 

- 

3 

SOM ^aselarc 

j Titanium Metal 

2 

Stiletto 

i 

- 

- 

- 

3 

’’OM Ceramic Dagger 

j Ceramic 

2 

Base lard 

i 

- 

i- 

“ 

4 

MH3HI Blaze Dagger 

f Btaze Meta; 

2 

Caramic Daqqer 

i 

- 

- 

- 

4 

MOM Cinquedea 

Prigmatite Mete I 

2 

Ceramic Dagger 


- 

— 

- 

4 

nKHB Deadly TJeedie 

i Mercurius Metal 

2 

Poison Stinger 

ID 

Main Gaums 

1 

- 

5 

KM Quartz Dagger 

"■..-■1. 

2 

Cinquedea 

iffigapw 

~ 

■ rr . 

- 

5 

KM Katar 

r Crystal hte Meta! 

2 

Quartz Dagger 


- 

** 


5 

MEM y j F er Fare 

[ Crystallite Metal 

2 

Poison Stinger 

10 

Deadly Needle 

1 

- 

6 

HdH Carnwsnnan 

jAmarlista 

2 

Viper Fang 

t 

- 

- 

- 

6 

KM Jambiya 

f Atlantis Metat 

2 

Cam wen nan 

1 

— 

~ 

- 

6 

'Eugene and Signvxti eannet forge Daggers. 


ITEMS AND ITEM CREATION - WEAPONS 







































































































































Bronze Metei 


Honey 


Sandstone 


Bronze Claws 


3 Bronze Claws 


Crvf.r Meia 


gerC a,vs 


Silver Metal 


Bear flaws 


Metetite 


[■ ; ' i 


Prisinatrte Metal 


[Frismaiite Claws 


IjPrfemstire Claws 


lunattte 


J-ig:r ; .:ig 


Sliced Rare Salmon 


Salmon Killers 


Crescent Claws 


Arrtarlisla 


flaws st Clary 


Claw Forging 


Rarity 1 Creation Result j 1* Ingredient Oty. j 2"> Ingredient | Qty. 3" Ingredient Qly. Eugene 1C Lv. Sigmund 1C I v , Krisl Pler 1C Lv. 


Bronze Claws. 


ir»v-2 zi~x: fcwfle Ojhs 




Wild Caws 


Bear Ciaws 


For raw ripping power, il's hard to beat a 
clawed bear. That's exactly what Gustav is, 
and nu one approaches his ferocity This 
performance comes at a price—Gustav Lakes 
up two slots in me party- Kri staler makes the 
best erasable claws, hut the strongest sel is in 
the Seraphic Gate. 


Name Description 


Value Rarity 


1420 


3800 


35D0 I 10 


4000 j 20 


HP Regeneration ait 


Critical tilt rate +3 e >i 


Fire attack 

\ - 


- 

Must complete Private Eyenl 
| “Secret cfSmithery* to make 


I ~ 

“ 

1--J 

| Crmcat Mraia+3%, 
AjErioguard rate -3S 

Wust have access to Seraphic 
| &a& to mate 

- 

Must eomptetePrivate Event 
‘Secret of Sro.itwiy'to make 

I HP *20%, Freeze 
; attack 

i Seraphic Gate 


CLAWS 


Blaze Claws 


Wild flaws 


Dragon Claws 


Blaze battle claws that cut into die enemy 
and set them ablaze. 


36000 


Bat'le claws that awaken the mighty beast 
Wthln the wielcfer. » ^ 


Bavtfa claws m*de from the exiaordinarily 
sharp Tangs of 3 dragon. * 


100000 


Salmon Killers 

Crescent Claws 
Prisnrattte Claws 
Claws of Glory 
Eclipse Gtews 
Sabris Claws 


Battle daws modeled after The claws Ot 5 
legendary hear. 


I Crescenfeshaped lunatite battle daws that 
■ enhance the wielder s luiiaglyph power, 

j Pnsmatrte clam. The radiant blue shine 
\ asserts their sharp ness. 

i Legendary battle claws That bring hener and 
t victory to their wieldsr. 


Amstlsta frame claws that repel lunagtyph 
effects and atbw physical Stacks. 

Legendary battle daws ot Sabris rtiut give the 
wilder tfte power o( ice. 


40000 


45000 


265000 


500000 


Autoguard rate +3% 


Brakso Claws 
Bronze Claws 
Honey Hunters 
iron Daws 
Wolf flaws 

Panther tore 
Eagte Claws 
MeieliEe Claws 
Bear Claws 
Tig sr flaws 
Lion Claws 


2000 


45DO 


20000 


3000 


10000 


2 750 


26000 


25000 


1000 10 

-- 

1300 1 0 

1650 : 10 

leoo I 10 


2050 


unbreakable 


Broken claws that tfarTt seem to be ol any use 

B lci anyone. _ __ _l 

Bronze bgtlle ctews used Id tear span enemies. j 


Bent-tip claws originally used for scooping 
noney. Tnesg deal out some senous damage 

Iron battle elav/s for beasts. _ 

Bronze tattle claws modeled after ihose 
of a wolf. 


I Copper halite daws modeled after the flexible 
I claws of a panther. 

I Silver battle claws modeled after the pointed 
j talons of an eagle. 

J Matatite battle claws Too heavy for human 
\ use, _ 

1 Titanium daws modeled after the formidable 
J daws of a bear, 

3 Steel battle clews modeled after the powerful 
| claws of a tiger, _ 

\ Steel tedte claws modeled after the mighty 
l claws of a lion, _ 


1050 


1030 


1150 10 
1200 « 10 
nro ic 














































































































































































































































ARMOR 

HEAVY ARMOR 



Heavy armors are intended for I rant-line 
allies. The strongest eraltabie heavy 
armor is made by Edward...the last rn 
the tine can even negate magic , or resist 
status ailments! The best heavy armor 
is found in the Seraphic Gate. 


Cap el t 


Sigmund 


Edward 


Balbagan 


Brens* State 
Armor 

Iron State Armor 

Sieel Scate 
Armor 

Copper 
Cftalnmail 


Gold ChsinmaN 

Banded Armor 
Bronze Plate 


Iron Plate Armor 

Stssl Plato 
Armor 

Assault Suit 

Prominence 

Armor 

Prisnnalite Sort 
OnasGem Armor 
CryEtaltrlG Suit 
ItereuriuE Soil 
Eclipse Armor 
Hydra Armor 
*4r=thQ3 Suit 


Description 

Vjrlue 

Rarity 

ATK 1 

HU : 

DEF 

AGL 

INT ! 

LUC | 

□feels 


Old plate armor stented all over. 

ISO 


- 

- 

5 

- 

_1 

- 

unbreakable 


Scale armor reinforced with bronze. 

Heavy, but doesn't offer much 
protection, 

500 

1 

- 

■■ 

10 

- 

- 

- 

-- 

“ 

Scale armor reinforced wrtb iron. Heavy 
but offers ample protection, 

1250 

2 

-- 

- 

20 

- 

- 

-- 

- 

___1 

Scale armor rei nfcreed with stee 1. Light 
and durable making ii easy no wear 

2650 

3 



45 

- 

~7i 

- 

- 

1~ ---j 

Copper chainmall that is official wear in 
; many countries. 

2000 

2 

” 

- 

35 

- 


- 



A suit oi chainmari sewn of stiver 

3400 

3 

- 


50 



“ 



: A suit m chain mad sewn of gold, 

6500 

4 

" 

” | 

80 

-■ 


E 

“ 

- 

[ This armor is known for its ease of 
\ equipping. 

4500 

4 

- 

- 

H 

- 

- 


- 

- 

\ Plate armor forged from bronze. 

3500 

5 

- 

- 

S5 

L 

- 

LJ 

!- 

- 

i Plate armor forged from iron. 

14500 

5 

“ 

-• 

. 95 

- 

- 

- i 

h 

- 

: Steel plate armor created using Kotion’s 
] finest techniques. 

20000 


- 


105 


- 


- 


; Plate armor built focusing On offense 
: ratter tiian defense 

45QOO 

6 

- 

■■ 

110 

-J 

- 


■ATK+TO% 


Blaze plate armor that protects against 
fire attacks. 

V- 

50000 

m'm 

7 

- 

- 

115 

■- 

- 


Fere damage -60% 

- 

Prismalite armor that is both extremely 
beautiful and highly protective. 

58000 

7 

- 

- 

120 

- 

- 

" 

1 

[" 

• Plate grmbr embedded with lunatita. 

J Enhances the wearer's lunagtyph power. 

Sanaa 

8 

- 

- 

125 

- 

1 - 

- 

Iwp+m 

r 

: A crystallite suit designed by an ansto 
i armor smith. Transparent and colorless 

86500 

0 

“ 

- 

280 

__ 

tz 

- 

| .. 

Must complete Private Event 
"S&cret of Smlthery ‘ fu make 

1 A mercurius suit created using 

J Casarttfro's fi nest techniques, 

TflOQD 

3 

- 

- 

130 

» 


-- 

Water damage -50% 

- 

| Plate armor embedded with am,ariis!a to 
repeHunaglyph power 

123500 

& 

- 

' - 

350 

- 

-- 

- 

Anti-ailment {50%) 

Mca-i complete Private EVE fit 
''Secret mi Smilhary" to make 

3 Armor layered in the scales of a beast 

3 Has the ability to reflect magic. 

165200 

Id 

- 

- 

450 

“ 

-- 

- 

. , Must have access to Sa raphe; Gate 

] AnB-magtc 

; A suit with the power oE Karathos. 
Revitalizes ihe wearer's energy. 

182000 

10 


“ 

500 , - 

- 

- 

| ATK +5%, HP -10% 

Seraphic Gate 








*f 2 vy Armor Forging 


: -;ty ! Creation Result V' ingredient Qty. Z nl Ingredient Qiy. 3" 3 Ingredient Qly \ Sigmund 1C Lit. j Edward 1C Lv. 



Sigmund 1C Lv. 

Edward 1C Lv. 

1 

1 

1 

1 

2 

2 

3 

2 


2 

- 

3 

. - ... ... - 

3 

- 

3 

■“ .j 

4 


4 


4 

I 

5 

j _ 

5 

- 

5" 


6 

- 

6 

- 

6 


& 

























































































































































































































































PART 5 


HEAVY HELMET 



?50 



Sigmund 


Edward 


Bafbagan 


Dominica 


Heavy helmets complymeni heavy 
armor, keeping, cur heroes' noggins 
safe, Edward can craft strong he I mats. 
Of the two best, one comes from a 
storyline boss and the other from the 
Seraphic Gate- 


fMIRRHMiaMH 

Value 

Rarity j 

ATK 

HIT j 

DEF 

AGL 

INT 1 

LUC 

Effects 

Special Acquisflitih 

3ef«aJ Helmet A dented helmet that is of no use to anyone. 

too 

\ 

- 

“ 

2J. 

- 

- 

- 1 

Unbreakable 

- 

froTtfe Seas A scale helmet reinforced with b ronze. Heavy, 

Hpfcnet but doesn'i offer much protection 

Z5D 

1 

“ 

- 

3 

- 

■■ 

- ■ 

- 

--- - i 

ran Sca<e A scale hetenst reinforced with iron. Heavy, 

H pinwt ; 1 but offers ample p rgtection, 

1200 

2 

- ! 

- 

15 

- 

- 

- 

” 


Siaet Stale > 

Heimst 

Copper Cltalri i 

Hplmaj 

\ scale helmet reirforcsd with steel. Light 
snd durable, malting 11 easy to wear. 

2Q0D 

3 

“ 

- 

25 

- 

- 

- : 


- 

A copper chain helmet that is official wear in 
manv countries. 

1750 

2 

- 

- 

20 

- 


- 

- 

- 

Silver Chun ; AaNr0r chaifl ^\ mX . Favored by spearmen, 

Helmet _■__ | 

2300 

3 


■■ 

35 

■■ 

- 

- 

- 

-- 

Ci-aid Chain A gold chai n helmet H^gh in defense, but 

Helmet ow in mobility. 

5300 

4 

- 

- 

55 

“ 


- : 

AGL-20 

- 

Eand^cl a banded headgear worn by a savage tribe 

Headcear foam the South 

4000 

4 

- 

- 

45 

- 

■■ 

- 

- 

- 

Bronze Plate 
Helmet 

A bronze plate helmet that covers the entire 
head. Usually worn by knights. 

6DO0 

5 

-■ 

- 

70 

- 

- 

- 

- 

- 

Iron Plate 

Helmet 

An iron plate helmet. Quite heavy, hut offers 
good protection. 

12000 

5 

- 

“ 

75 


- 

- 

HST‘20 

“ 

Steel Platt 

Helmet 

A stesi plate helmet created using KottorTs 
finest techniques. 

13000 

6 



8Q 


- 

- 

- 

- 

Mercenary 

Helmet 

A helmet of a legendary mercenaiy that has 
been dyed red from the blood of bathe. 

35000 

6 


- 

B5 

L, 

- 

- 

- 

HP +10% 

- 

Prominence 

Helmet 

frismatits 

Headgear 

Crescent Helmet 

\ % 

A blaze plate helmet. 

□5000 

7 

- 

- 

90 

- 

“ 

- 

- 

- 

- Hi - 

•; A helmet reinforced with prismatite, 

63500 

7 

- 

- 

95 

- 

i " 

“ 

1“ 

- 

1A plate helmet embedded with lunatrte. 

1 Enhances Eins wearer's kinaglyph power. 

mm 

8 

- 

- 

too 

- 

f - 


j MP +10% 

j- 

Crystallite A crystallite hel met designed by an aristo 

Head near armorgntitti. T ransparen t and colorless 

95DOQ 

9 

- 

- 

| 110 

: “ 

- 

1- 

J: 

Musi complete Private Event 
■Secret o4 Smittefy" to mafte 

Mercurius 

Headgear 

Eclipse Helmet 

: Sarnie us Hetmel 

| A helmet reinforced with mercymis created 
; using Casairajre'a finest techniques- 

88000 

S 

- 

- 

105 

- 

- 

- 

“ 

r 

J— - -— - 

A plate helmet embedded with amar lista to 
repel lunaglyph power. 

112000 

9 

- 

- 

120 

- 

“ 

; * 

Magtc damage -50% 

Must complete Private Event 
i “Secret or SmrfheiY' to make 

A plate helmet with the power of Sanieus. 
Greatly increases the wearer s attack power. 

120000 

10 

- 

- 

150 

- 

- 

“ 

ATK *10% 

Seraphic Gate 

, A plate he Intel with the power qf Karaihos, 
realties Helmet ^ ^ ^ you ^ Volsung. 

135000 

10 

- 

- 

1BD 

- 

- 

- | Anti-freeze 

Deteal Karaihas (Underwater 
= ■ V: 






Heavy Helmet Forging 


Rarity Creation Result ] 1* Inurediem | Oly. j g"* Ingredient Oty. ] 3" Ingredient Qly. j Sigmund 1C Lv. Edward ICLv. 



Bronze Scale Helmet Bronze Metal 
Iron Seal 0 Hat met _. .Iron Met al 

Cooper Chain Helmet Ccupe- Melal 

Sep Scale Helms! 5 -h 1 :' ■ 
StoChalpHelmet |SilyjrM|ta| 
fenced head gear Ti -ani u m NteUl 

Gold Chain Ftel met Go! c Metal 
Bronze Plate He.l met Bronze Metal 
r on Plata Heim el Iroi Met a 

St? : e Helms- S[-.- 


■ ■ . js Headgear Mercur j> Metal 

\ "■ ii.■: C*. ' ill" Mate 

_ _ ] E: iiv -v E iitff 

'r^-jfiTr s ffd Knstofef cannot forgs ttesvy Helmsts 


Bronze Scale Helmet | 

Bronze Scale Helmet I- 

Iran Scale Helmet 

Copper Chain Helmet 

Steel S&ale Helmet 

Silver Chain Helmet 

Bronze Stale Helmet 

Iran Scale Hal mat 

Sleet Scale Helmet 

Steel Plate Helmet 

Mercenary Helmet 

Steel Plate Helmet 

Prominence Helmet 

Prism stile Headgear 

prism atite Headgear 


Crescent Helmet 


1 

1 

1 

1 

1 

1 

1 

1 

1 

f 

1 

1 

1 

1 

1 

1 

























































































































































































































































HEAVY BOOTS 



CspjSlI 


Sigmund 


Edward 


Balbagan 


Dominica 


Edward era Ha moa! gt the better piece? 
of footwear for tfie melee-oriented. The 
Feet of Saruleus, found in the Seraphic 
Gale, are the zenith of offense for feet, 
but Edward at 1C Lv,6 can turn them 
into Kylin greaves, which bestow a 
benefit irreplaceable to close-range 
combatants. 


Special Acquisition 



RuStert Greaves 

Greaves rusted all ovei 

m 

1 

“ 

-- 

1 

- 

■■ 

■■ 

Unbreakable 

“ 

Bronze Scale 
Greaves 

Greaves re?nfcreed with bronze. Heavy, 
b-ut don'l affar much prate ebon. 

200 

1 


! 

4 

2 

“ 

- | 

» 

- 

iron Scale 

Greaves 

Greaves rginlorc&ti with iron. Heavy, but 
otter am pie protection, 

950 

■ 

- 


10 

A 

- 

- 

- 

- 

Steel Scale 
Greaves 

Gf&avfis reini-crcatf with steel. Light and 
fluraoie, making the m easy to wear. 

1750 

3 

- 

- 

20 

10 

- 

- 

r 

- 

Copper Chain 
Greaves 

Copper chain greaves jhal are official 
wear in many countries. 

1400 

2 

- 

^ ” 

15 

& 

- 

- 

- 

- 

Sliver Chain 
Greaves 

Silver chain greaves. Favored among 

spearmen. 

2400 

3 

- 

“ 

30 

12 

- 

“ 


“ 

Geld Chain 
Greaves- 

Go-id chain greaves. High in defense, hut 
tow in mobility. 

5500 

4 

“ 

“ 

50 

“ 

- 

- 

AGL-20 

r 

Banted Greaves 

Banded greaves worn by a savage tribe 
from the south, 

! 3500 

4 

- 

“ 

40 

15 

- 

- 


- 

Bronze Plate 
Greaves 

Bronze place greaves that don't get in the 
way when hding on horseback. 

! SQOQ 

5 

- 

- 

55 

25 

“ 

- 

- 

- 

iron Greaves 

Iron plate greaves, Quite heavy, but offer 
good protection. 

: 11D00 

5 



65 

- 

- 

- 

AGL-20 

- 

Sled Greaves 

Silver plate greaves created using 

Kolton's finesl techniques. 

T4500 

6 


Li 

70 

30 

- 

- 

■■ 

- 

Heavy Greaves 

Heavy and durable greaves focusi ng on 
defense Require great strength to wear. 

25000 

6 

- 

- 

75 

- 

i “ 


AGE20 

- 

Prominent® 

Leggings 

Blaze plate leggings. 

35000 

1 

7 

- 

■- 

ao 

L ., : 

30 

- 

- 

p 

- 

Prismafife 

Greaves 

-*---1 

Greaves reinfonced with prismatife. 

^ 43000 

7 

- 

- 

35 

35 

- 


r 

r 

Crescent 

laggings 

Plate leggings embedded with lunatite. 
Enhance the wearer's lirnaglyph power. 

50000 

a 

_ 

M 

i % 

40 

- 

“ 

MP +10% 

- 

Crystallite 

Greaves 

Crystallite greaves deigned by an arista 
•arnwrsmlth. Transparent and colorless. 

32000 

9 

" 


• 105 

: 

50 

- 

“ 

f ... - 

- 

varcurtus 

Graves 

Msrcuiius greaves created using 
Cewndra's finest techniques. ! 

76000 

a 


-- 

100 

i 45 

- 



“ 

Eclipse Leggings 

PI ate feggin gs embedded with amarfista 
.to repel (unaglyp-h power. 

140000 

9 

- 

! - 

| HD 

45 

H 

□ 

; Arrti-magiiC 

Must complete Private Event 
"Secret of Smithery" to make 

Kylin Greaves 

Greaves with the power of Kylin. Revitalize 
fee wearer's energy wife even; step 

145000 

10 

“ 


ISO 

45 



uQ □_„ DCini , + . - e , Must have access to Seraphic Gate 

HP Regeneration 3% \ mmU 

£ eet at Saruteus 

'Greaves with the power ot Sgruleus. 

• Increase the wearer's attack power 

150000 

10 


- 

15D 

50 

E 


r 

,ATK/ObF -5% 

: Seraphic Gate 


Heavy Boat Forging 







Amarlista 

1 


j 2 a * Ingredient 

Qty. 

3 Jt4 Ingredient 

Qty. Sigmund 1C Lv. 

Edward 1C Lv. 

-- 

- 


1 

- 

1- 


- 

1 

l 

fi Braize Scale Greaves i 


- 

1 

1 

Bronze Scale Greaves 

i 

- 

2 

2 

Iron Scate Greaves 

i 

- 

3 

2 

Copper Chain Greaves 

i 

- 

- 

2 

Strtel \ - Gtea-.'es 

i 

- 

.. 

3 

Silver Chain Greaves 

i 

- 

.. 

3. J 

Bronze Scale GreavBS 

i 

- 


3 

iron Scale Greaves 

i 



4 

Sleef ScalB Greaves 

i 

- 


4 

B Sleet Grsaves 

„ 

” 

4 

Heavy Greaves 

t 

1- 

“ 

5 

Steel Greaves 

1 

- 


5 

Prominence Leggings 

i 

- 

~ . 

5 

“r v-: :' Greaves 

i 

- 

- “ - 

6 

,?n>matite Greaves 

i 

- 

- 

6 

lerescent Lspgmps 


- 

- 

e 

r.FBBt of Sarulsus 

- 

- 

fi 




ITEMS AND ITEM CREATION - ARMOR 

















































































































































































































































DATA 



LIGHT ARMOR 



Klily a 


Komachi 


Tauma 


Kri staler 


Light armor is intended for more nimble fighters, Eugene crafts some solid Eight armor, but the best comes from the Underwater Palace and Seraphic Gate. 



Torn Clothes 


Soft leather 
Jacket 


Hard Leather 
Jacket 


Crested Vest 


Simple leather armor made from pteced- 
i together patches of rabbit hide 

: S imple leather armor made from sheep 
bidv. Has good mobility, Oct poor 

. i defen se._ | 

Leather armor made tram buffalo 
j hide. Restricted m motility, but high in j 
defense. 

1 Leather armor reinforced In certain areas : 
\ vttffi ceramic. 



Silver Fur Jacket 


Lizard Skin Vest 

Nfehtwbisper 

Garb 

Woodchip Vest 


Patchwork Vest 


Sim pie leather armor adorned with silver j 

f (ox fur. _j 

■i Simple leather armor reinforced with 
I lizard skirt. 

: Official Mightwldsper Guild equipment, 
j Ferfecl for covert missions. 

Leather armor rein forced with fentesco. 

- The lemssco helps absorb impact. 

Artificial leather armor. Made from 
patching together various irritation 
feathers 


3000 

4000 


6000 


Garuda Jacket 

Salamander 

Jacket 

Nightwfiisper 

Uniform 

Golden Fur 
Jacket 

Mirage Vest 

Solid Leather 
Jscket 

Rerea Leopard 

Garb 

Dragon Hide 
Vest 

Phoenix Feather 
Jacket 

■ Eabris Garb 


Leather armor made from garuda skin. 
Light, with good mobility. 

-;i Leather armor made from salamander 
sen cohered n a thick liquid. Fireproof. 

Official aquipmsnt for mid- ranked 
Nip hi whisper Guild menubars. Offers 

good mobil it y- ^ '** __ 

j Simple leather amp adorned with 
golden wolf fur. Absorbs all sorts of 
impacts. 


8000 

15000 

2DOOO 

32000 

4MG0 

5200 


: Leather armor made front chameleon 
skin. Camouflages its wearer. 

Leather armor made from glutton hide, 
Magically created to be hard yet light. 

A garb made from the fur of a beast. 

} Gives She wearer groat agility. 


2S000 

50000 

62000 


Leather armor macks from dragon hide. 
Hardens according to its wearers 
: reflexes. 


Leather armor with the power or Avifir. 
The feathers protect againsl fire attacks. 


•1A garb with the power of Gabrts. Tha fur 
sharpens Ih? wearer's senses. 


mm 

128000 

154000 


n 


25 


30 

40 

55 

GO 

75 1 
80 

65 ; 

S5 . 

110 i 

70 


115 

130 


200 : 

250 ■ 
300 


EHT LUD Effects 


Unbreakable 


Special Acquisition 


T 




AGL+10 

: Fim damage -50*4 
AGL +10 


Ji 


I Complete Side Quest “Dressed 
up Vic 1 ' 


Must complete Private Event 
"Secret of Smitftery" to make 

Must complete Private Event 
"Secret of SmitheryT to make 


Fire damage -50% j Underwater Paiace Treasure Chest 


; Anti-ai Imen 1 (3 0 %) Seraphic Gata 


Light Armor Forging 



Feebie Cloth 
Dragon Hide- 

| ‘Edward and Kris to for cannot forge Lrghs Armor. 


[ Eugene JC Lv. 

Sigmund 1C Lv. 

!. 

j_ 1_j 

1 

[ 1 . 1 

2 

r "i. 2 

2 _ 

; j 

2 

- 

3 

3 


.3 , 

- 

L ..4. . - 

I A I 

“ 

[Z ~ i 


5 


5 

i 

„ 5 

- 

5 

_ 

:■ 

i 

% 

- 


m 













































































































































































































LIGHT HELMET 



Kiriya 


Knmacm 


louma 


Knstofer 


The best light helmets are either made by Eugene or found in the Underwater Palace and Seraphic Gate. 


253 


| Name 

Description 

Value 

Rarity 

Iatk 

HIT 

\ DEE 

AGL 

\ INT 

| LUC 

! 

; Effects 

i 

.. Special Acquis Mien 

Stisbby Hal 

i An old shaPPy hal 

45 

1 

" 

■■ 


- 

- 

- 

Unbreakable 

r 

Patched Leader 
Cap ' 

A cap made from pieced- together 

E patchy oTrabfrttuda. 

15Q 

1 

- 

- 

5 

- 

- 

- 

- 


Soil Lecher Cep 

A tealfar cap made from sheep irrde 
: Soft and deviustuy comfortable. 

650 

2 

- 

- 

10 

“ 

- 

■■ 

■■ 

- 

Hard Leather: 

Cap 

A leather cap made from buffalo hide. 
Durable and gutts great protection. 

1450 

2 

- 

“ 

15 

- 

- 


■■ 


Crested Mask 

■ A mask reinforced with ceramic. 

; 1600 

3 

- 

“ 

20 

- 

- 

- 

-• 

-- 

Silver Fur Hood 

IA hood made from silver fox fur 

. 2400 

3 



25 

- 

- 

- 

- 

■■ 

Lizard Skin Cap 

A cap made from fijarrf skin 

3500 

4 

“ 

“ 

30 

- 

- 

- 

--- 

- 

Nlgtitwhisper 

Hoop 

Official Niyhtwhisper Guild equipment. 
Mads black to Wend into the shadows. 

5500 

4 

-- 

" 

40 

-- 

-- 


HIT+10 


Woodchip Mask 

A mask reinforced with ienteseo. 

Resistant so heavy impact. 

6500 

5 


- 

55 

- 

-- 


■■ 

- 

Patchwork Cap 

An artificial leather cap, Made from 
patching together various Imitation 
laathflfs. _ 1 

13500 

6 



65 

■■ 

- 

- 

- 

- 

Garuda Hood 

A hood made from garuda skin. 
Surprisingly tight and comfortable. 

19500 

5 

- 

-■ 

70 

- 

- 

- 

AGL +1Q 

Complete Side Quest '"Rebirth os ! 
Halgifa 

Salamander Cap 

A cap made 1mm salamander skin 
covered in a thick liquid. Fireproof, 

3200 D 

7 

" 

“ 

75 

- 

“ 

- ; 

Fire damage -50% 

r 

Nightwhisper 

Mask 

Official equipment for mid- ranked 
Nightvrfiisper Guild members. Covets 
entire face. 

s 30000 

a 


! - 

35 

- 

- 

- 

; HIT +20 

- 

Gnlden Fur Hood 

A heed adorned with golden wolf fur. 
Absorbs all sorts of impact. 

* 52 00 

5 

“ 

- 

48 

- 

- 



- 

Mirage Cap 

A cap made from chameleon skin 
Camouflages its wesrer 

23000 

7 

“ 


BO 

“ 

“ 

■ 

- 

- 

Solid Leather 

Cap 

A cap made from girth on hide. Magically 
created to be hard yet light 

60000 

5 

- 

- 

90 

- 

- 


- 


Dragon Hide Cap 

A cap made From dragon bids. Hardens 
according In its wearer's reflexes. 

75500 

9 

" 

- 

95 

- 

- 

- 

- 

Must complete Private Event 
"Secret ai Smithery" to make 

Phoenix Feather 
Hood 

A tiDCrd with ffte power of Avifir. The 
feathers protect against fire attacks. 

95000 

10 

- 

- 

120 

- 

- 

- 

Fire damage -50% 

U nderwater Pafacs T reasir re Chest J 

A'.Tfir Headdress 

A headdress with the power of Avifir, 
Grants Site wearer infill ig^nce and agility. 

110DQO 

to 

- 

- 

130 

-- 

_ 

-- 

iPJT+10. AGL+20 

Seraphic Gate 

Eye of Avitir 

An eyp.patcfi with the power of Avifir. 
Allows for flawless accuracy. 

82000 

9 

- 

- 

105 

- 

- 

- 

HIT -40 

Must have access In Seraphic Gate 
to make 



Light Helmet Forging 


Rarity ; Creatisri Result ; 1* Ingredient Qty, 2 fl3 ingredient 


Shabby Hat 

Ken at Cloth 

1 


- 

Patched Leafier Gap 

Raabi: - -* 

1 


- 

Safi Leather Cap 

Sheep rid# 

1 

Patched rather Cap 

1 

Hard Leather Cap 

f Buffalo Hide 

1 

Patched Leather Cab 

1 

Crested Mask 

[Carrie 

1 

i. Hard Lealher Cap 

1 

Silver Fur Hood 

j Silver Fox Fur 

1 

Sjsoft Leather Cap 

1 

Lizard Skin Cap 

:s'l Ski 

1 

Crested Mask 

1 

h gniY. ■ ^ner Hoed 

Cotton Cict ■ 

t 

Crested Mask 

1 

Golden Fur Hood 

Golden Wo if Fur 

1 

S .: _ 

1 

Woodchlp Mask 

Lentssco Wood 

1 

Lzari 3k:h Cap 

1 

Patchwork Cap 

Hard Laager Cac 

1 

Lizard Skin Cao 

1 

Garuda Hood 

Garuda Skin 

1 

Night whisper Hood 

1 

Mirage Cap 

Chameleon Skin 

1 

Crystallite Melaf 

I 

Salamander Cap 

Salamander Skin 

1 

Lizard Skin Cap 

1 

Mightwhisper Mask 

Damask Cioih 

1 

Nightwhisper Hood 

1 

Solid Leather Cap 

G urton Hide 

1 

^Salamander Cap 

Dragon Hide Cap 

Dragon Hida 

1 

Solid Leather Cap 

1 

Eve of Avifir 

Salamander Skin J 

2 

Garuda Skin 

2 


- 


1- 

- 

I- 

- 

I- 

~ 

i" 

- 

- 

- 

1 - 

- 

1- 

- 

^ Lizard Skm Cap 

1 



1 - 

- 

1- 


1- .. 

- 


Amansra 


*Etfwdni and KfjstoFvf cannot forge Light Helmets. 


Eugene ID Lu. 

Sigmund 1C Lv_ 

i 

i 

i 

i 

[ 1 

2 

2 

2 

3 

2 

__ 

3 „ ... 


3 — 


3 


4 

- 

.4 


4 

- 

5 

- 

5 

.. - 

5 


6 

' " 

6 

- 

§ 

- 









































































































































































































































Komachi 


Touma 


Kristofer 


LIGHT BOOTS 


Kiriya 


The best tight boots are made by Eugene, or found in the Underwater Palace and Seraphic Sate. 


Name 

Description 


DEF 

AGl 

1HT 

LUC 

Effects 

Special Acquisition 

Soleless Shoes 

Worn-out boots that are missing their 
?/. 

3D 

1 

- 

" 

- j 

- 


- 

Unbreakable 

- 

Patched Leather 
Boots 

Boots made frpm pieced- together 
patches of rad bit hide. 

120 

1 

- 

- 

3 

4 

- 



- 

Son learner 

Boots 

Boots made from sheep hide. Sent end 
comfortable. 

550 

2 

- 

- 

6 

E 

- 

“ 

- 

- 

Hard Leather 
Boots 

Boots made from buffalo hide. The hard 
leather makes them durable, though 
uncomfortable. 

1100 

2 

- 

- 

10 

10 

- 

■■ 

.. 

~ 

Balsa Clogs 

Clogs made of balsa- Light in weight and 
ideal for walking in. 

tsoo 

3 

- 

“ 

15 

12 : 

- 

- , 

- 

r_1 

Solid Leather 
Boots 

Stotts made from glutton hide Magically 
created to be hard yet light 

67000 

a 


■■ 

B0 

BO 

“ 

“ 

- 

- 

Lux Clogs 

Expensive clogs made of lux. These 
were clearly net designed with comfort 
in mind. 

4S0D 

3 


- 

20 

5 

T] 

__l 

M 

» 

r 

Hearthstone 

Boots 

Sett leather boots with soles made or 
hearthstone. Comfortable on long treks. 

11 ODD 

5 

- 

- 

45 | 

30 


- 

” 

- 

Mightwhisper 

Shoes 

Official Nightwhisp-er Guild equipment. 
Enable silent movement 

BE DO ' 

4 

- 

- 

35 

35 

j 

- 

Critical hit rate *3*4 

- 

Lentesco Clogs 

Clogs made of fentescij. Comfortable to 
wear due to their elasticity. 

16000 

5 

" 


50 

40 

" 

1 “ 

[ 

- 

Patchwork Boots 

Artificial leather boots. Made from 
| patching together various imitation 
leathers. 

20000 

6 

“ 

-- 

55 

55 

” 

5 

F 

- 

Garutia Shoes. 

| Shoes made from genjda skin. Make the 
| wearer light-footed. 

£5000 

e 

- 

L_ 

60 

60 

■ 

- 


- 

Salamander 

Boots 

t Boots made from salamander skin 
[ cowered in a thick liquid. Fireproof, 

52400 

7 

“ 


70 

70 

! - 

- 

Fire damage -50% 


Mirage Boots 

Boots mad? fronfthamefeon skin, 

1 Camouflage their wearer. 

p™- 

42000 

7 

“ 

- 

75 

50 

" 

- 

“ 

p_ 

Lizard Skin 

Boots 

■ Boots made from lizard 5kin. 

■ 5000 

4 

- 

: “ 

25 

30 

5 - 

- 

“ 


Dragon Hide 
Bools 

Soots made from dragon, hide. Harden 
: according to their wearer's reflexes. 

76500 

9 

- 

- 

B5 

05 

- 

- 

- 

Must complete Private Event 
“Secret of Smithery" to make 

Phoenix Feather 
Boots 

! Boots with the power of Avifir The 
: feathers pmieci against fire attacks. 

11D000 

ID 

- 

i 

m 

65 

■■ 

- 

Fire damage -50% 

Underwater Palace Treasure Chest 

sabris Boots 

; Boots with the power of Sabris. Allow 
: the wearer to run like the wind. 

95000 

10 

" 


95 

60 

1_ 

■■ 

- 

- 

Seraphic Gate 

Kyi i n Boots 

; Boots with the power of Kyltn. Enable 
i silent movement 

82000 

1 

0 

tz 


90 

: BO 

- 

- 

Earth damage -50% 

Must complete Private Event 
■ Secret of Smithery" to make 

Kyi in Sandals 

• Sandals with the power of Kyi in. Aitow 
j lighming-Tast movement 

1200DO 

10 



110 

:90 

“ 

- 

- 

Must have access to Seraphic Gate 
to make 


Light Boot Forging 

| Rarity Creation Result 

1 ri Ingredienl 

Oty. 

HflH Sateless Shoes 

Ksnaf doth 

1 

H9R Patched Ler.rc r 

Rabbit Hide 

1 

RON Soft Leather Bools 

Sheep Hide 

1 

RRIR Ham . 

Duff aid Hide 

1 

■ llil 1 1 logs 

Balsa Wood 

1 

r: _j:\ C ::s 

l Lux Wood 

1 

VH Lizard Skin Et-olv 

i lizard Skin 

1 


| 2 nfl Ingredient : Qty. Ingredient 


| Nigh [whisper Shoes 
I Hearthstone Boots 


'Patched Leather Boots 


; Hard Leather Boots. 


;.:T Leather Soot* 

HesrEhsto ib B tots 



Kyl OT Boots 


? Lizard Skin Boots 


L 


“1 


j Eugene IQ Lv j Sigmund 1C Lv. | 

- [ 1 | 

1 1_ 

1 1 

1 

.2 

2 

I_ j 

2 


2 

1 

3 

| -_[ 

3 

- 

3 

1 '** 1 

4 


4 

El 1 

4 

j 

c 

i ~_j 

5 

- 

5 

1 - 1 

6 

6 - 


‘Edward ans Knssofer cannot forge UQlit Boom. 























































































































































































































Rucfta 

es cstt't wear silk shawl. 

: i—- : -. :es casters some defense and enhances their magic abilities. The feeble cape, found in the Underwater Palace, Es probably the best pmind- 
:^~c z -ply because It grants MP regeneration pn any caster not named Aya. However, there are better options for some casters once they have 
- :: prints MP regeneration in other slots. Other great pieces are made by Eugens or found tn the Seraphic Gate. 






Sari 

ftFvSafb 

r 

=ode 
Sowtt 
Ooak 




Oe script ion 

Value 

Rarity ATK 

HIT 

DEF 

AGL 

MT 

LUC 

Effects 


r Worn and torn traveling clothes. 

50 

■ 

- 

“ 

1 


“ 

- 

Unbreakable 

- 

A tonic made from kenat. Rigid anti 
i easily torn. 

130 

1 

- 

- 

5 

- : 

- 1 

“ ; 

- 

- 

A robe made From bajkcloto. Often worn 
by novice priests and mages. 

1000 

2 

- 

- 

10 

- 

■■ 


-- 

___j: 

A robe made tram ramie. Made thick for 
use in battle condition s. 

600 

2 

-- 

- 

15 

“ 

- 

- | 



A robe made frerr; linen. Favored by 
mages due to it 3 magic powers. 

6500 

4 

-- 


30 


- 


INT-10 

i 

- 

A cloak made front cotton. Made durable 
* for tong journeys. 

1700 

3 



20 

- 

- 

J 


1 

a. tage made from linen. Perfect for 
semi‘format occasions. 

200 D 

3 


- 

25 

- 

- 


- 


A cloak made from silk. Resistant to net 
and cold conditions. 

15000 

5 

■■ 

- 

40 

- 

- 

“ 

water damage -50%. 
Rre damage -50% 

: 

. A coat mad a from damask. 

2BQDQ 

6 

- 


75 

- 

- 

- 

- 

_ 1 

A sari made of rachnavus cloth. Has a 
beautiful sheen. 

32QD0 

a 

- 

- 

too 

- 

-- 

- 

- 

—-—£ 

A garb made from the fur of s beast. 

36000 

7 

- 

_ 

eo 

- 

- 

... 

- 

- 

A cloak made of down feather etoth 
i Worn by priests who serve the 
r CteridiariS. 

isooo 

6 

- 


55 


~ 


- 


A shawl made from silk Usually warn 
; by women. 

p 

4 


~ 

j 40 

1 ~ 

I - 

- 

- 

- 

I 11 •• 1 -!-H 

A robe made Irom silk. Feels nice on the 
. skin and is cairfortafre to wear 

7000 

5 

■■ 

- 

50 

-- 

-■ 

-■ 

- 


A gown made from damask. Adorned 
with gems: gives tbs wearer energy. 

44000 

: 

7 

E-“ 


85 

; “ 

~ 

” 

HP +10% 

- 

; A ctoak made from lubricus. Wear it In 
toe dark for maJdirmm effectiveness. 

115500 

9 

j 

“ 

150 

- 

- 


■■ 

Must complelt Private Event 
"Secret of Smtthefy" to make 

: A robe made of ractinuvus cloth. Gives 
: the wearer great magic powers. 

moo 

9 


; - 

too 

- 

- 

- 

UP + 10 % 

Must complete Private Event 
'Secret of Smithery" to make 

j A garb made front empyrean. Only 
j permitted tor aristas to wear. 

1205M 

10 

- 

" 

200 

- 

- 

- 

j IMT +50 

Must have access to Seraphac Gate 
to make 

j A shoulder cape mads of feaSie cloth. 

! increases magic powers in place of 

1 energy 

75000 

a 

“ 


90 

- 

- 


j HP drain 1 %. 

HP+20% UP 
Regeneration 1 % 

j Underwater Palace 7 reasura DlSSE 

J- --- 

j A garb with toe power of Avlte Grants 

1 the wearer fi re magic power. 

14300Q 

ID 

- 

- 

; 22 a 

-- 

- 

J 

' Fire damage +30% 

Seraphic Gale 



^igic Armor Forging 


= 5 rit| Creation Result \ 1* Ingredient ; Qty- 2 * Ingredient j Qly. 3 rt rngr&tffent ; Qly. Eugene 1C Lv. J Sigmund 1C Lv 


a 


Iksnaf lunrc 


<-Jr n 


[Hami s Chiton 

I SaaH Robe 


I Conan Clcak 


| Linen Cape 

j Linen Toga 


f Ramie Clpih 
Barhcl-a-t h I 

■Jc":r Ci-:M 


Lii 


Lifted Cloth 


Llrten Cloth 


l$<;k Shaw' 


S\lk Cloth 


|S: k Robe 


| Siik Cloak 


I Down feather Ctoak 


■ Damask Coat 


I Damask Gown 


Silk Cloth 


Srlk Cjoth 2 

Down Feather Cloth 2 


Damask Clatf 


I Beast Fur Garb 


Damask Cloth 


Feeble Cloth 


4 Sr 

I Mras Rote 


ftachnijvus Cloth 


IShafow Cloak 


Rac hnuvus Cloth 

Lubricus Clolh 


■ Blessed Garb 


; Emp yr ean Cloth 



2 Beast Fur Garb t 

2 RdChiuvur. Sri 

2 Rachjuris Sari 

2 Mage Robe 



_ 

| 

A 

5 

- 

5 

- 

a 

- 

6 

- 

s 

- 

6 


£l** 7 rp ant? Ki&nfBf cannot forge Man;c Armor 



ITEMS AMD ITEM CREATION - ARMOR 














































































































































































































































Rucba Etigens 

* Femates can’t wear ractinuvus turban or silk hat 

Eugene makes ihe best lie I mats lor mages. These bais typically boast MR or INT. 


Tarnis h?d Ci retet A dirty circiat that has lost its shi ne. 


Sandstone 

Circlet 

Granite Circlet 

Marble Circlet 

Cotton Hat 

Linen Hat 

Mstetite Circlet 

Racnnuvus 

Turban 

Wage Hat 

Beast Fur 
Bandana 

Bisjfe Tiara 

Quart; Tiara 

Prismalite Tiara 

Down Feather 
Hat 


Silk Hat 

Mercwiiis 
Crown 

Pius Tiara 
Blessed Hat 

; Bloody Hat 

i Vermillion Wing 
Piece 


1 A circlet made of sandstone Fragile and 
■ j offers almost no protection. 

| A circlet made of granite. Hard to carve, 

| but durable and offers good protection, 

\ a circlet made of marble Toe stone in 
| the center helps Hit 1 wearer to focus. 

iA hai with a large brim made (rom 
cotton. Favored by mages, 

A hat with a large brim made lr«n linen, 

■ A circlet mada of metetite wilh a polished 

black stone at the front _ 

A Turban made os raohriuvus cloth, 

! Formal headgear tor men in certain 

• regions. __ 

| A hat with a large brim made of 
: rachniMts cloth Grants the wearer great 
: mag ic p owers, 

A bandana made from me tur of a beast. 

i A tiara made of Haze, Increases fire 

-1 magic power, __ 

A tiara made of quartz. Increases water 
j magic powe r, 

! A tram made of prismatite, Increases 
earth magicpo wgr 

I A hat with a large tom made of down 
feather cloth .ftcreases aether magic 

M power. __ 

\ A cylindrical hat made from silk cloth 
l Luslrous formahrear lot men. 


25 

too 

520 

950 

1300 

1000 

3000 

65D0 


25000 

20000 

22000 

42000 

50000 

44Q0 

4500 


e 

to 

15 


20 


30 

40 

60 

45 

SO 

65 


LUC ! 

Elf eels 

Special Acquisition 

“ j 

Unbreakable 

- 

- 

j 

- 

" 

- 

- 


INT +10 

- 


- 

- 

“ ^ 

■■ 

r___ 

M 

MP110% 

- 

- 

r 

- 

I - 

1 INT+10 

- 

- 

- 



Fire damage 

- 


j A crown made of meredfiya. Changes its 
i size according to the wearer. 

i A tiara made cl pius. Increases air magic 
! power. _ 

A hat made from empyrean Only 
.’j permitte d for arfetos tn wear, 

A hat with a large brim made of feeble 

• I cloth, _ 

A headpiece with the power of Avifir 
; Suppresses magic powers. 


60000 

96000 

120000 


30000 


0 

0 

10 

7 

IQ 


70 

25 

35 

SO 

90 


Water damage+10% - 


Earth damage +10% 


Aether damage 
+ 10 % 


... . , nG Must complete Private Event 

| Air damage-tLOI. |^ r j , 

Must complete Private Event 
“Strcjet erf Smithery" to make 


MP *2D% 


55 

110 


HP Regeneration 3% 


IWT +3D MP Must have access to Seraphic Gate 

Gansu mption -2Q^ [ to mate _I 


Magic Helmet Forging 



Tarrished Ore-el Stone iStetu-; : r 

Sandstone Circ le? : sandstone 
Grande Circlet 

Martls Circlet Marble 



Colton Cloth 


Linen Clflth 



Down Feather Hat 
SakKat 

Rac hrmyus Turban 
Beast Fu r Band ana 
Blaze Tara 
Bloody Hal 
Mage Hat_ 


Vetetite 

Down Feather Cloth 


Sitk Cloth 


: .us Shell 


Feeble Cloth 


Blaze Metal 


2 I GgrkdoLb 


Colton Hat 


1 

1 

2 

1 

2 

1 - 


Eugene 1C |_v. i 

Sigmund 1C Lv, Krislofer 1C Lv. I 

] 

i 5 { 

- 

i t 

1 

i i 

2 

2 1 1_ 

3 

3 2 1 

3 

i - [ S- 

3 

a 


Feeble Cloth 


Quartz Tiara 


Rac hrnrvus Cloth 
Quartz 


Prismatite Tiara 
Msrconus Crown 
Pi us Tiara 
Blessed Hat 


Prismante Meiai 


Merc uries fwlela! 
Pius Wood 


Empyrean Cloth 


I Vermi llion Wing Piece Amarllsta 
j J Edward cannot forge Magic Helmets, 


^^BPown feather Hat 

1 ■■ _ 

- 

- J 

rr 3 

Ufsilk Hat 

1 )- 

- 

4 

1 Rachmjvus Turban 

i - 

- 

. " 

- i 3 : 

2 : Metetite Circlet 

2 - 



„ 4 

2 ? Beast Fur Bandana 

1 - 


_- 

4 

2 [Raclmuvus Turban;- 1 ) - 

- 

- 

- a 

2 ! Blaze Tiara 

1 - 

- 

- 

6 

2 f Blais Tiara 

i F 

.. 

- 

~ i s J 1 

2 | Quartz Tiara 

i - 


r s i 

2 1 Prtsmatite Tiara 


- 

- 

6 

1 B Mage Hat_ 

i - 



i 8_J 

1 1 Eveof Avifii 

i - 

-- 

- 

6 


















































































































































































































MAGIC BOOTS 



Rico 


Rucha 


Eugene 


Michelle 


Savio 


Seraphina 


‘ Males can't wear damask mules. 

Eugene makes the best footwear tor mages, too. The scarlet pumps operate just like the feeble cape, replenishing 1% of max MR every 5 seconds, The price you 
pay — taking damage equivalent to 1% os max HP every 5 seconds— is small compared to Ihe allure of replenishing MP. 


t Name 

Description 

Value 

Rarity 

ATK 

HIT 


Ettecls 

Special Acquisilinn 

Broken-Heeled 

Sandals 

Sandals with broken hoe is caused by 
excessive wear 

20 

1 


“ 

[ - 

j - 


- 

UnbreaJcable 

- 

Cork Sandals 

Sandals made of cork. Light yet durcple. 

BO 

1 



t | 

( 3 

1 



- 

Uuan Sandals 

Sandals made of lauar. Oner good 
protection. 

380 

2 

-- 

j 

5 

! 3 


; 

“ 

■■ 

Balsa Sandals 

Sandals made of balsa. So light it is easy 
to forge? you're ever, wearing them. 

650 

2 

- 

- 

B 

10 

[ " 



- 

Lux Sandals 

Sandals made or lux. Expensive with a 
beautiful sheen. 

1200 

3 

- 

- 

10 

1 12 i 


_ . 


Complete Private Event "Stray 

Dog" 

Silver Fur 

Pumps 

Silk pumps adorned with silver fox fur. 

2800 

3 

- 

- 

13 

15 

- 

- 

tt: 

Complete Side Quest “Broken 

Heart* 

Ractynm 

Pumps 

Pumps made of rachnuvus wedding. 

&5D0 

5 

- 

- 

42 

10 


- : 

- 


Mage Sandals 

Sandals made of radio uvus cloth. 

Restore the wearers magic power with 
every step, 

70000 

8 

- 

- 

55 

1 50 


“ 

MP Regeneratien 1% 

- 

Golden Fur 

Primps 

Sifk pumps adorned with golden wolf for 

3400 

4 

* 

1 " 

22 

i 20 

“ 

- 

- 

2 

LaniBsan 

Sandals 

Sandals made of Eenjesco. Soft 2 nd 
comfortable. 

5000 

4 

- 

- 

■ 26 


- 

“ 



Placid us Sandals 

Sandals made of placiduE. Offer great 
comfort on long journeys. 

60QD 

5 

“ 

- 

35 

25 

“ 

- ; 

- 


Silk Pumps 

Stylish pumps made from silk. Popular 
among fiurguss nobles. 

1ZQ0D 

6 

■■ 

- 

40 

30 

- 


L 

„ 

MaJus Sandals 

Sandals made of malus. Given to the 
mages of greai jiccomplisiimeni. 

20000 

6 

- 

- 

45 

20 

- 


P 


Oamsssc Mules 

Mules made from damask.Stylish, with 
beautful embroidery. 

' 35QOO 

7 



50 

35 i 


1 - 1 


1 1 

Eeasi Fur 

Greaves 

Greaves made from the fur of a beast. 
Stained crimson from tbs blood of the 
slain. 

’"I 

40000 

8 



SO 

* 

-- 


r 

" 

Pius Ssndais 

Sandals made of plus. Increase the 
wearer's spirit. 

75000 

a 

- 

- 

70 1 

55 

“ 


-1 

INI +20 

- 

Blessed Mules 

Mutes made tram empyrean Only 
permitted for arislcs to wear. 

92600 

10 


■■ 

2d | 

65 

“ i 


MP +10% 

Must complete Private Event 
"Secret ol Smlshery" to make 

Hlack Pumps 

Pumps made from lubricus. 

85000 : 

9 

1 

- j SO 

BO 



- 

Must complete Private Event 
"Secret of Smitherv” lo make 

Scarlet Pumps 

Pumps made of feeble cloth. Incraiee 
magic powers in place of energy. 

4B0C0 

11 


-- I 55 ; 

40 ; 

n 

- ) 

HP drain i \ MP 
Regeneration t% 

---—-- 

- 

Karathtis 

Sandals 

Sandals with the power of Karafflos. 

Grunt infinite magic power in place of 
speed. 

It 50*00 

10 

— 

t 96 

- 

_ 

I 

AGL-20, INT +30 

Must have access to Seraphic Gale . 
to make 



Magic Boot Forging 


Rarity j Creation Result \ 1 st ingredient Qty. j 2* 1 Ingredient 



Qty 

3 rd Ingredient ! 

: “ 

- 

- 

~ 

i 

.. 

t 

1 

1 

- 


- 

i 

- 

i 


i 

1 


- 

1 


1 

1 



i 

- 

1 

.. 

i 

i 

- 


; 

- 

“ 


2 

- 


Qty. j Eugene 1 C Lie | Sigmund 1 C Ur* j Kristuter 1 C Lv. 



* Edward cannot forge Magic Soots 


ITEMS AND ITEM CREATION - ARMOR 
















































































































































































































































ACCESSORIES 



RINGS 


Everyone' 

■ Only Gustav can wear sovereignly ring; only Capell and Sigmund can wear Casandra ring. 

Rings allow yon to augment each character's individual abilities as you see fit Kristofer fashions the best rings at 1C Lv.6. These add HP and MP regeneration 
to any character, or drastically boost stats! 


| Name 

Description 

Value 

Rarity 

ATK 

HIT 

EtEF 

AGL INT 

LUC i Effects Special Acquisition 

Sandstone Ring 

A scrap ring made of crumbling 
sandstone. 

150 

1 

- 

- 

- 

“ 

- 


- 

~ 

Bicssom Rtcig 

A ring made of flowers. Used by children 
during pretend weddings. 

2 

1 

- 

- 

- 

- 

-- 

* 

■■ 

- 

Bronze Ring 

A ring made or bronze. 

300 

2 

- 

- 

5 

- 

■■ 

“ 

-- 

- 

ifon Him 

A ring made of iron. In creases the 
wearers accuracy. 

GOO 

2 

- 

10 

- 

- 

- 1 

- 

- 

- 

Copper Ring 

A ring made ot copper. Increases the 
wearer's intelligence. 

iSQQ 

3 

- 


- ! 

- : 

10 

- 

- 

- 

Silver Ring 

A ring made or silver increases ihe 
wearer's defense. 

2300 

3 

- 


10 

- 

- 

- 

-- 

- 

Gold Ring 

A ring made of gold. Inc reases the 
weamrts strength. 

5000 

4 

10 

“ 

“ 

-- 

- 

- 

-- 

Complete Side Quest p 5orf 

Mercuries Rina 

A ring made of marcumrs. Increases the 
: wearer’s agility. 

5000 

4 

- 

r - 1 

' -- 

to 

-- 

- 

-- 


Lentescu Ring 

A ring made of leniesco. Increases air 
magic power 

40003 

7 

- 


- 


5 

j - 

Ai: damage +10% 

- 

Salamander Ring 

1 A ring made from salamander skin 
: increases tire magic power. 

40000 

J 

7 

- 




5 

■■ 

Fire damage 

□ 

Ceramic Ring 

A ring made of rock from the deepest 
stratum below Haig it a Increases earth 
magic power. 

40000 

7 

■■ 

- 

- 

- 

5 

- 

Barth damage +t 0% 


Prism atite Ring 

, a ring made of ore from the mountains 
| of Kclion increases aether magic power. 

40000 

7 

- 

- 

- 

■■ 

5 

- 

Aether darr-aqe 
+10% 

- 

Racftnijyusffing 

A ring made of rachnnvus webbing 
; from Gasandra forests, increases water 
: magic power. 

40000 

7 

- 

- 

- 


5 

- 

Water damage+10% 

- 

Ring of Heart 

r—*— 1 - 

j A magic ring thqi continuously Increases 
; the wearer's spirit. 

SOGOD 

3 

-- 


- 


~ 

.. 

MP Regeneration 1% 


Ring oi Life 

A magic ring :hfl heals the wearer's 

i wounds 

42000 

& 

- 


- 


“ 


HP Regeneration 3% 

Complete Side Quest “Looking for j 
Jewelry 1 ' 

Lunatita Ring 

A ring Embedded with iunatite, Gives me 
wearer groat powess. 

35000 

0 

■■ 

; 

- ; 

pT| 

- 


MP -20% 

- 

Crystallite Ring 

: A ring mads of crystallite 

35 ODD 

a 

■■ 

[ 

- 

„ i 

1 

-- 

- 

HP m% 

■■ 

Amarlista fling 

\ A ring embedded with anwtista. 

73000 

9 

t 

L 

- 


5 

“ 

Magic damage +10% 

Must complete Pnvate Event 
"Secret of Sntith&ry" to make 

Sovereignly Ring 

j A ring worn by a legendary sacred bird 
as a symbol of hte sovereignty. 

120000 

9 

j— -* 

50 

_ 

50 


- 


ATK/DEF +5% 

Underwater Palace Treasure Chest 

Santos Ring 

: A ring embedded with a gem from the eye 
□J Saruteus. Gives the wearer great powers. 

200000 

10 

- 

- 


- 

■■ 

- 

ATK +200, INT +20 

Must have access to S^rephrc Gate 1 
tc make 

Cagssndra Ring 

; A ring given by Svsia with "Eternal 
! Friends" inscribed on it. 

! 

ID 


- 


- 

- 

- 

HP +10%. MP +10% 

Complete Stffe Quest "Lost 
Memories" 





Ring Forging 


Sandstone 


Sandstone Ring 


Bronze Meial 




Bronze Ring 


HHpBronze Ring 
1 Bronze Ring 
1 -Bronze Ring 

■MStiv&f Ring 


:*x:.-Tr Rin: ,Cop£+V^i 

Silver Metal 


if : 


rT- : ^Stlver Ring 


Mercuri-jirtAg 


fjlercufius Meta! 


Salamander Pint 


Ceramic Ring 


Ceramic 


Hearthstone 


Slid 


Rachnuvus Ring 


1 &. Ractinuv u s Ring 
1 # RajHinuvus fling 


Lunalile Ring 


Crystallite Metal 


Cr/sisli i- 1 : 


Lentesco Ring _ 




Am arista 


R:ng c-- Heart 


AmaNisia Ring 


Amarllsta Ring 


1 Dragon Eye 


ileus Ring 


Rarity Creation Result 1 1 !1 Ingredient 


Qty. | 3F - Ingredient 


Qty, | Z^ Ingredient 



1 

1 

i 

i 

i 


1 

1 


Sigmund 1C Lv 


1 

7 

l 

3 


Edward 1C Lv. 


1 

2_ 

2 

3 

3 


Kristofer IC Lv. 































































































































































































Granite Necklace 


Balsa Wood 


j Ebony Wood 


:bor.;,' : 


Luk wood 
Sii’/er Metal 


Snake Pendant 

Meletite Necklace 


Mstetite 


%.ic cels Weed 


PiusWccc 


Quartz 


S^iar etc 

lunar Necklace 


FTismatite Metal . 1 


pathos Necklace 


Samians Necklace 


Arli-silence 


Anti-coamn 


AMi-CurSe 


”-- - — . . :. . -"1----r-— 

HIT DEF AGL INT i LUC j Effects Sjmurai Acquisition 


Necklace 

Pwcidus 

Pendant 

Mates Pendant 

Pendant 

Necklace 

Z-^rs Necklace 
-sarrhstorte 


A necklace Embedded ',vith motetfte. 


A pendant imbued wrth magic to prevent 
; being silenced. 


4500 


A pendant imbued wrtti magic to prevent j-™ 
! being charmed 


| A pendant imbued with magrctc prevent 
I being cursed, 


i A n^csclsce Imbued with magic Id warm 
: Ehs body and prevent being frozen. 


S.--3," Necklace 

Lunar Necklace 


A necklace made by a famous sculptor. 
irnDueo with magic to prevent being 
petrified. 


A necklace from a keeper at the 
netherworld, imbued with magic 'o 
prevent being doomed. 


A necklace imbued with the magic ol 
light to repet any bodily contaminations. 


A necklace imbued with the power 
to nulDfy magic by crystalling lunar 
enefoy. 


Ssnlajs 


A necklace with the power of Karathos, 


A n&cfclaca with the power of Sandeus. 


iL 


5000 


6500 


50000 


75000 


50000 


Arrti-lreeze 


Anti-stone 


Anti'docm 


Arm-ailment (50%) 


Anti-magic 


Magic damage -50% 


Must complete Private Event 
"Secret of Smiihery” to make 


Must complete Private Event 
"Secret of Sm littery “ to make 


Must have access to Seraphic Gate i 
to make 


Must have access to Seraphic Gats ! 
to make 


‘.ecklace Forging 


Ra 

SSI 

Creation Result 

1” Ingredient 


s 

Lei 

Laurel 

Cork Pendant 

Cork Wood 


' r: j; i? cannot forge mckiacBS 


j 2‘ J Ingredient 

Qly. 

3* Ingredient 

Qty. 

Eugene IQ Lv. 

Sigmund 1C Lv. 

Kristoler 1C Lv. 

r 

- 


- 


- 

1 

- 

-i Insect Antenna 

2 

- 

- 


i 

1 

- 

SThm Wing 

2 

Cork Pendant 

1 


i 

1 

i 

Bat Wing 

2 

Cork Pendant 

1 


2 

2 

- i • 

Bird Eve 

2 

Lauan Pendant 

1 


2 

3 

2 

Cactus Needle 

2 

Lauan Pendant 

1 

3 

- 

2 

insect Fang 

2 

Granite Necklacs 

1 

3 

- 

2 

Random Beast Bone 

2 

Balsa Peratani 

1 

- 

_ 

3 

Snakeskin 

2 

Ebony Pendant 

1 

- 

- 

3 

Animal Fang 

n 

Granite Necklace 

1 

- 

- 

3 

Lizard Eve 

■3 

Lu x Pendant 

1 

- 

- 

4 

fSunstona 

n 

4 

Snake Pendant 

1 

- 

- 

4 

I: Vine 

2 

Placid us Pandam 

1 

- 


4 

r Mon star Claw 

2 

Blaze NeoHace 

1 

- 

- 

5 

Button Hide 

1 

Pius Pendant 

1 

- 


5 

Ora-gcn Scale 

1 

Males Pendant 

1 

- 

_ | g 

Blaze Metal 

2 

Hearthstone..Necklace 

1 

.. 

- 

6 

Giant Eve 

2 

Quartz Necklace 

1 

- 

- 

6 

Solar Necklace 

1 

- 

- 

- 


6 

Lunar Necklace 

1 

" 

HI 

- 

_j 

6 


Name | Desert plion 


Value : Rarity ATK 


Complete Side Quest “The Staff 
of Life'’ 


*,ji Pendant 


A pendant imbued with magic to prevent 
fainting. 


Anti-faint 


4C'QD 


Anti-poison 


1200 


1500 


3500 


Snake Pendant 


A pendant imbued with magic to prevent 
being poisoned 


NECKLACES 

tveryoriB 

_ rings, different necklaces are effective for different types of characters. The rarest necklaces are made by Kristoferat 1C Lv.6, and can block magic 
damage and status ailments. 


A necklace embedded with granite. 


Balsa Pendanl 


[ A pendant imbued with msgsc to prevent 
\ getting confused. 


Anti-confusion 


Ebony Pendant 


A pendant imbued with magic ic prevent 
being paralyzed. 


Anti-para tysis 


Marble Necklace 


A necklace embedded with marble. 


Granite Necklace 


. . Pirwi „* A Pendant imbued with magic to prevent 
^ 1 falling asteep. 


Ami-sleep 


A necklace made of flowers. Used by 
chi dren during pretend weddings. 


"C-k Fflfid&nt 


An ugly pendant that makes observers 
question the wearer’s fashion sense. 


ITEMS AND ITEM CREATION - ACCESSORIES 









































































































































































































DATA 



BRACELETS 

Everyone * 

‘ Only Gustav can wear oversized and dragon wristbands, 

Knstofer makes the best bracelets. His best, which require iC Lu.6, grant big star boosts to the wearer. Also note the Karathos wristband, which gives Mi party 
EXP to someone who is not m the party! 


J Name 

Description 

Value 

Rarity 

! ATK 

HIT 

DEF 

j AGL 

INT 

j LUC 

Effects 

Special Acquisition 

Oversized 

Wristband 

A wristband that seems too large for 
anyone tc wear. Who was it possibly 
made for? 

500 

1 

10 

- 

10 

- 

- 

-- 

- 


Satin Wristband 

A wristband made from silk. 

mm 

5 

5 

5 

5 

-- 

- 

- 

- 

- 

Lizard Wristband 

A wristband with a carving dial seems to 
be a good omen. 

mo 

2 

2 

- 

2 

- 

- 

,M 

10 

-- 

- 

LirtEfi Wristband 

A wristband made from [men. 

BOO 

1 


- 

2 

- 

- 

5 

-- 

- 

iron Wrisiguard 

An iron wrlstguard. increases the 
wearer’s accuracy. 

2000 

4 


10 

5 

- 

-- 

- 

- 

- 

Copper 

Wrlstguard 

A copper wristguard. Increases trie 
wearer s Intelligence. 

ZGOQ 

4 

I 

" 

5 

- 

10 

-■ 

- 

- 

Silver 

Wristguaxd 

A silver wrlstguard. Increases the 
wearer's defense. 

5000 

0 

5 

- 

TO 

- 


- 

- 

- 

Omit Wristband 

A wristband made of dawn teat her cloth. 

5500 

... 

6 

“ 


5 

5 

5 

5 

- 

Complete Side Guest "Missing 
Simon” 

Bold WFtsiguard 

A gntri wristguaid, Increases the 
wearer's strength. 

7500 

7 

10 

1 

- 

5 



- 

“ 

- 

Mietourius 

Wristguard 

A crystallite wrlstguard, increases ihe 
wearer's agility. 

7500 

? 


- 

5 



- 

- 

Complete Side Quest “Aspiring 
Animal Breeder” 

Feather 

Wristband 

A wristband imbued with magic. Makes 
the wearer light on their feet. 

25000 

9 

.V. 1 


10 

5 

,o j 


- 

- 

H 

Wolf Wristband 

A wristband imbued with magic that 
increases the wearer s defense. 

1500 

3 

- 

_ 

-- 


- 

- 

DEF +10% 

h 

Sheen Wristband 

A wristband in the shape of two clasped 
hands. Increases the wearer's teamwork 
skills. 

1000 

2 

- 


2 

■■ 

2 

10 

» 

- 

Buffaio 

Wristband 

A wristband with the creel oi the god of 
■war. irwreases strengih 

3000 

3 

-- 

- 

“ 

- 

__ 

- 

ATK +10% 0 


Glutton 

Wristband 

A wf istbantf with trie crest of the god or 
salvation. Increases defense. 

32000 

B 

10 

- 

- 

-- 

■■ 

- 

DEF *10% 

- 

Fesbte 

Wrtsraabd 

A wristband wontJy a prominent sage. 
Increases intelligence. 

40000 

3 

-■ 

“ 

10 

“ 

- j 

- 

INT +5% 

- 

1 ' 

Lame Wristband 

A wristband made from damask. 

75000 

3 

10 

10 

100 

10 : 

10 

10 


- 

Dragon 

Wristband 

A wristband said to grant (he wearer the 
status of king dF beasts. 

50000 

™ J 

100 

20 

10 

10 

-- 

- ; 

ATODEF+5% 

Musi complete Private Event 
“Secret of Smithery" to mato 

g, 1 A divine wrtstSdnd passed on from 

Wristband Sa brls. 3 mGo&i with eftr aord inary 

r powers. 

BDQGQ 

10 

5 

5 

5 

5 

5 

5 

HP-20%. MP +20% 

Must have access ta Seraphic Gate 
tomato 

Karathos 

Wristband 

A magre wristband. Creates an emotional 
bond between the wearer and a disiani 
friend. 

4500 • 

_! 

5 

- 

- 

- 

- 

- 

- 

Main parly EXP 
(100%) 

Complete Side Quasi “Lettai 

Quest™ 



Bracelet Forging 


SAfeo Wr 151 band _ Sheejs Hide 


Lizaro Wristband 


3 jHUnen Wrigiband 


Buffalo VV-‘S!b?.nj £u*ta c-i da 


3 1 lizard Wristband 


mi Wristband 


Golden Wolf. Fur 


3 B Lizard Wristband 


Injn. W tiaquard 


Copper Wrjstguard 


Capper Metal 


3 sfl C opper pin a 


Karathos Wristband 


Ceramic 


Qu.Ji-t Wristband 


31 er 


Srlyflr R na 


GQfd Wristouaiid 


Mercurius 


DamgskCloth 


'Ejutjon.Wristband 


Tee bis Wristban d 


Feefrfe Ciaih 


3 fting of Hea rt 


Feather Wristband 


Empyrean Cloth 


Mercurius Ring 


^^BOwerSized Wristband 


HUH Sabri& Wristband 
‘Ei ugins cannot fangs Srncetets, 


3* In g red lent Qly, 


At lantis Mets 2 lAmariisia Ring 


Mercurius Metal 


3 v, Mercurius Rang 



; Sigmund IC Lv. 

Edward IC Lv. 

KristolerICLv. 1 

1 

1 

1 

1 

1 

1 

2 

2 

2 

3 

2 

2 

- 

3 

2 

L _ - 

3 

3 


- 

3 

- 

-s 

3 

j 


4 


4 

[ ~_ \ 

’ 5 


1 5 

~ 7 ~ 


5 

- 

- 5 

s 

§ 

6 

r - e 

I 1 " ! - 1 I 
















































































































































































































































TALISMANS 

Everyone * 

' Males carft wear eternal rose: only Capoil can wear ifte CapeII. Faina, and: Last Dolls. 

Master artisan of accessories. Krisiofer is the test at cratting talismans as well, the useful sacrificiaS doll totem can be vital in dicey situations^upon death, 
it resurrects its wearer before becoming a (worthless) hopeless chann. Other ralismans grant extra damage, stat bonuses, or resource regeneration. The best 
talisman that Kristoier doesn't make comes from the Seraphic Gate. 


Name 

Description 

Value 

Rarity 

ATK 

HIT 

OEF 

AGL 

INT 

LUC 

Effects 

Special Acquisition 

a ^tienge item of wnich the function is 
Hopatess Charm urll!rown „„ |ts [(eator _ 

2 

1 

- 

- 

- 

- 


- 

■■ 

- 

FourHeaf Clover 

[ A charm made from a iouHear clover. 

50 

l 

- 


- 

- 


5 


“ 

Harvest Coin 

: A coir with the godd-ess o> fertility 
: engraved in It. Brings wealth to the 

: bearer 

6500 

5 

1 - 


- 

- 

- 


Gold +10% 

P ,— 

Fox Tail 

A charm made Inom in? tail of a lax. 

1000 

3 

- 

" 

- 

- 

- 

“ 

ATK/DEF +5% 

- 

Wisdom Coin 

A com with the god at ipteiligsncE 
f] Engraved in il. Increases learning anility. 

10000 

6 

- 

- 

- 

- 

“ 

“ 

EXP +1 0% 

[ Compile Side Quest "Minister 

and Fur 

Smiley Charm 

A charm that brings a smile to whoever 
gazes upon it A symbol of peace. 

3000 

3 

“ 

- 

- 

- 

- 

“ 

Aiitoguard rate *3% 


Rabbit's Foot 

' A charm made from the loo: cf a rabbit 
: Givsi agility to the bearer. 

20 -D 

2 

" 

“ 

- 

- 


" 

AGL +20 

Complete Side Quest "Child’s Lest 
Mattel 

eagle Eye 

| A charm made bom an eagle’s eye 

Imbued with the power lo increase 
■ critical hits. 

350 

2 

- 

- 

- 

- 

- 

" 

Critical hit rate +3% 

- 

Horseshoe 

; A charm made from a horseshoe. 

62DO 

4 

“ 

- 

- 

[ 

- 

- 

AP recovery amour? 
x2 

- 

Sacr^dal Doll 

< A doll that sacrifices its life in place of 
the bear enduring battle. 

3500 

A 


- 

- 

- 

- 

- 

100 % Survival 
(Accessor; Shatter) 

- 

Moon Drop 

- A iunatite gem shaped like a water 
' dropist. Controls the bearer's lunaglyph 
: power 

250W 

B 

- 

- 


- 

“ 

- 

Tranquil Glyph 

- 

Crimson Moon 

—|L-i I. —■— 

y A iunatite gsm shaped 'ike the crimson 

moon Enhances the fearer's hinzqfypt) 

\ power, 

20000 

3 

“ 

-- 


t «*. 

“ 

» 

Ciwtfc Glyph 

I 

Magic Amplio 

i A charm of a renc wired m^ge, Enhances 
] the bearer's magic power 

15000 

6 


ji 

■■ 

j - 

■- 


WlP+10% 

: 

Magtc Am 

A charm of an eloquent mage. Enhances 
. 1 the bearer's ability to chant mag;d spells. 

18000 

7 

- 

“ 

- j 

“ 

- 

“ 

Casting rime down 

L_1 

Limarage 

A charm created by unblesseds showing 
Sanger at the moon. Repels magic 

nmooo 

7 

- 

- 

- 

- 

- 

- 

Magic damage -50%. 
MP drain 1% 

Must complete Private Event 
"Secret of Sm Uttar/* to mate 

Eternal Rose 

| A rose corsage that nevarwihs. 

! Enhances its wearer's energy and magic. 

" ^0500 

9 

" 

“ 

“ 

- 

- 

“ 

HP Regeneration 3%. 
MP Regeneration 1% 

Most compfEte Private Event 
"Secret oi Smilhery" tp make 

Monk's Soul 

A charm Imbued with magic that 
suppresses ambition. 

100 

1 


- 

- 


“ 

“ 

0 EXP 

- 

King or Kings 

A magic card held bv a Lumper king as a 
symbol of its majesty 

200000 

m 

- 

- 

■■ 


- 

■■ 

Magic damage 
+10%, Anti-ailmenl, 
AP consumption 
-50% 

| I 

Must have access so Seraphic Gete j 
to make 

TrLEmblem 

A divine charm that grants the bearer 
! tremendous powers 

350000 

10 

" 

- 

■■ 

- 

- 

- 

Anti-alEmepL MR 
consumption -20%., 
Casting Time Down* 

Seraphic Gate 

T ri-Emptem 

( A divine charm that grants (he bearer 

1 tremendous powers. Or doe's il? 

“ 

1 

- 

- 

“ 


- ; 


r 

Seraphic Gate 

Capsll Doll 

A charm made by Faina. A strange sense 
of peace is felt when in possession of ft. 

“ 

10 

- 

- 

“ 

- 

- ; 

“ 

AnMment (30%> 

Complete Side Quest "Promised 

Doll" 

Faina Doll 

! A charm made by Faina. A dolf of a little 
’ girl with a gentle smile. 

- 

10 


- 

" 

- 

% 

- 

Anti-doom, Anti- 
curse 

Complete Side Quest "Promised 

DON" 

Leif Doll 

A charm mads by Faina. A ddl of a little 

! boy v. r th a playful smifg 

- 

id 

- 

- 


- 


- 

Anti-stpnE. Arm- 
silence 

Complete Side Quest "Promised 

Doll" 


Talisman Forging 


Rarity ] Creation Result V Ingredient 

aw. 

Z* 3 ingredient Qly. 

3 lC Ingredient 

Qly. 

Eugene 1C Lv. 

Sigmund 1C Lv. 

Edward 1C Lv. 

Krisiofer ID Lv. | 

HUB Monk's Sou ! Hopeless Charm 

1 

s 

— 

- 


1 

1 

i -- S 

HUI Rabbit's Foot 


2 


l 

1 

1 

i 

i 

BE9S t.£M- 

2 



- 

2 

t 

2 

2 

SSEDSttfrix Tali 

Silver Fox Fur 

2 

- ... .. •• 

- 


3 

3 

3 

2 

SESS Smiley Charm 

iSheap Hida 

2 

:• . 

- 

- 

3 

- 

3 

“ 3 

1SE1 't Horseshoe 

ror '.'-Ml 

2 

Granite 1 

- 

“ 

4 


A 

3 ! 

BQH Secrificifli Do 

Miraculous Med mi ire i 

1 

Novo Herb 

Slope Statue Fragment 

i 

4 

- 

* 

3 

S Har/esT Cc;n 

Gold Matai 

2 

Silver Metal 

|- 

__ 


-- 


3 , 

■ v: ii:r I: ‘ 

Harvest Coin 

2 

Four-leaf Clover 

I— 

- 

- 


- 

A 

■9 Magic Am olio 

Feeble Wristband 

1 

Giant Eye 1 


~ 

- 

- 


A 

HSI Magic Aria 

Feeble Wristband 

1 

Dragon Eye 1 

- 

-- 

- 

~ 


4 

■EIS Lunaraga 

Tunable 

2 

Lunar intense 

Lunar Suppressant 

i 

- 

- 


5 

MB Crimson Moon 

Iunatite 

2 

!Lenar Incense 

LuPar ?ov/der 

- 



5 

flB3Si Moon Drop 

AcwEista 

t 

[Lunar Suppressant 1 

1 LuPar Suppressant X 1 

i 

- 

— 

r~~~r—— 

5 

BB Eternal Rose 

Amarlista 

£ 

I Blossom-Ring _ 1 

Lei 

i 

- 


: 

5 

SSEH King of Kin^s _ 

j Queen qE Quarns 

1 

Sr ' r.”. I'i .rl: £ 1 


-- 

- 

- 

-~- - 

6 








































































































































































































<£ 

< 


Ibf Tcjrff 

widKKf! 


H»- 


262 


ITEMS 

RECOVERY ITEMS 


1 Name 

Description 

Value 

Rarity 

Effects 

Special Acquisition 

Red Berry Potion 

! Mads tom red berries. Slight heating of wounds. 

6Q 

1 i Restores 30*?= ot bp 

F~ 

Blue Berry Patten 

j Made tom blue bemes. Moderate healing of wounds. 

150 

2 

Restores 50% at HP 

“ 

Yellow Berry Potion 

| Made tom yellow berries. Extensive healing of wounds. 

500 

5 

Restores 70% of HP 

j- 


Breen Berry PotEen 

; Made from green berries. Full heating of wounds. 

1500 

0 

Restores 100% of HP 


Red Berry Powder 

1 Made tom rad berries. Slight heating tif multiple party mem Dors' wounds. 

BSD 

6 

Restores 30% of HP. Area sited 

r 

Blue Berry Powder 

Made from blue berries. Moderate healing of multiple party members' wounds. 

1650 

. 5 

Restores 50% of HP. Arcaeftsd 

P“~ 

Yeltov; Berry Powdei 

Made from yellow berries. Extensive healing of multiple party members' 
wounds. 

3500 

7 

Restores 70% of HP. Area effect 

- 

Green Berry Powder 

Made from green berries. Full healing of mutlipEe party mam bets' wounds. 

5000 

9 

Restores 100% of HP, Area -fleet 

i- 

Slack Berry Potion 

Made torn Mack berries. Slight healing of mental fatigue. 

350 

3 

Restores 30% oi MR 

F- 

White Berry Potion 

Made tom white berries. Moderate heating of mental fatigue. 

1200 

6 

Restores 50% of MR 

-- 

Silver Berry Potion 

Made tom silver berries. Extensive healing of mental fatigue. 

3500 

7 

Restores 70% of MP 

- 

Gold Berry Potion 

Made from gold berries Full healing of mental fatigue. 

B500 

8 

Restores 1flD% of MP 


Black Barry Powder 

Made tom black berries. Slight healing of multiple party members' mental 
fatigue. 

1500 

6 

Restore 30% of MR Area effect 

-— 

- 

While Barry Powder 

Made from white berries. Moderate healing of multiple part/ members' mental 
ratigub, 

5000 

7 

Restores 50% or MP. Area effect 


Silver Berry Powder 

Made from silver berries. Extensive healing of multiple party members' mental 
fatigue._ 

7200 

9 

Restores 7Q% of MP. Area effect 

- 

Gold Berry Powder 

Made from gate berries. Full healine ot multiple party members' mental 

Fatigue. 

12000 i 

10 

Restores iod% of MR Area effect 

|- 


Potion Alchemy 


| Rarity Creation Result 

1 * ingretflenl 


Oty. 

Midi pile 1C Ur, 

Kiriya 1C Lv. 



■Mi Red Bern/ Potion 

Red Bern, 1 

2 g- _ 

- j- 

__ 

1 

t 

f 

i 

HEBfl Blue Carry potion 

31;.-; "i:‘f 

i -- _gr 

- 

~ 

2 

t 

2 

2 

Yellow Berry Potion 

Yellow Berry 

2 - 

- J- 

- 

3 

2 

3 

2 

H Green Serry Potion 

Green Berry 

2 I"" 

-- -_ 


4 

a 

4 

__ j 

MOM Berry Powder 

Red Berry 

2 B Red Berry Potion 

2 - 


3 

3 

3 


MEMI Blue Berrv Powder 

Blue Berry 

2 Sj Blue Berry Potion 

2 - 

„ 

- 

4 


.. 

||||S||; Yellow Berry powder 

Vellow Berry 

* S[ Yellow Berry 

P Potion 

* - 

- 

- 

5 

- 


Green Serry Powder 

Green Berry 

- iSreenflerry 
' ' ' ; Motion 

2 - 

" 


— 

6 

- 

- 

MOM Black Bern Potion 

Black Bern/ 

2 - 

- ■ . 

.. 

3 

2 

3 

3 

■Mbf White Berry Potion 

B-errv 

2 - .... 

mm- 

- 

4 

3 ' 

3 


■Ml Silver Bern/ Potion 

Silver Beny 

2 -- 

- - 

- 

5 

4 

J 


Mf AM Gold Barry Potion 

S;ld Berry 

2 - 

- 


6 

5 

5 

„ 

MEM Black Berry Powder 

Black Set. 

2 i Slack Berry Potion 

2 ■- ■- 


- 

3 


” 

mm White Berry Powder 

White Berry 

* White Berry 

Tj Ration 


- 

“ 

4 

- 


MOM Silver Berry Powder 

Silver Berry 

2" S Silver Beny Rotor 

2 

- 

- 

5 

_ 

" •• “ ■ 

IMTm Geld Bsttv Povrbei 

Gold Berry 

2 Gold 3-errv Potion £ |** - 

! 6_I 

- 



DISPOSABLE ITEMS 


1 Name 

; Description 

Value 

i 

Rarity 

Effects 

Special Acquisition 

Liquid Salt 

A bitter iicukf medicine that brings around an unconscious parly member. 

100 

2 

[ Cures faint 


Coffee 

A liquid medicine that awakens i sleeping member. Be sure nor to get any In 
: ths eyes. 

100 

2 

| Cures sleep 


Antidote 

■ An herbal liquid'medicine that cures any kind of po;son. 

100 

2 

Cures poison 

.. 

Holy Water 

Holy water purified by* the Claiidlans, Neutralizes any impunties. 

23C 

3 

Cures curse 

„ 

Fare-Gone 

A liquid medicine that basis paralysis. At least you'lf be numb io ite taste arte 
[ smelt. 

200 

3 

Curas paralysis 

■f 

Cough Drop 

' A magic medicine created by n minstrel to heal throat problems. 

r»o j 

3 

Cures siianc& 

- 

Sedative 

' A relaxing agent to cairn down those who are confused. 

150 

3 

Cures confusion 

.. 

Soring Warmth 

i A magical medicine that casts a warm light that defrosts those who are frozen 

20 a 

3 

.Cures freeze 

. ” 

Odious Eye 

! A medicine made tom the aye of a monster. It reverses petrification. 

20 a 

3 

Cures stone 


Malden's Scam 

! A medicine that brings those who have bean charmed to ihdr senses. 

150 

3 

C.res cl'-'rv 

f!T 

Eye Drops 

| A medicine that cleans and refreshes the eyes to heal tbe unseeing. 

120 

2 

Cures unseeing 


Angel Earpick 

] A gentle earpick that Cleons out the ears and heals the unnjartng. 

120 

2 

Cures unheailng 

u 

Aroma Dll 

| A soothing scented oil that removes bad smells. 

120 

2 

Cures stink 

- 

Panacea 

! A renowned doctor's concoction, made from various ingredients. Heals any 
! condition. 

350 

5 

Cures all status ailments 

- 

Miraculous Medicine 

■ A medicine stewed tom rare herbs. Revives a fallen party member. 

550 

5 

Revive ^Restores 30% tf -? 

- 

Mysterious Medicine 

A medicine made by an insane alchemist. Revives a party member tu almost 

1 lull health. 

3000 

5 

Revive & Restores 60 s “ 

- 

Qaridian Medicine 

IA medicine with The power of the Claribtens. Revives a party mamber to full 
! health 

15000 

10 

Revive fiDResicres i{£% ; 

K- 

Bottom less Pot 

1 A divine pot with multiple cracks. Offers an endless supply of healing fond. 

0 

10 

-H 

Restores 30* -..th 5 ! 

tiust complete Private Event 
"Secret of Wrought Gold” to 




































































































































































































































































Maine 

Description 

Value i 

Rarity j 

Effects 

Special Acquisition 

icismetlc Tablet 

A miraculous stone tablet with multiple cracks. Gi^es its bearer infinite magic. 

0 

10 

Restores 3014 of MP, Shatter (30%! 

Must complete Private Event 
Secret of Wrought Gold" to 
make 

Cornucopia 

A magicaf born with multiple tracks. Expels any bodily cuniamiraiiOJis when 
blown 

0 

10 

Cures all status ailments. Shatter 
(50%) 

Must complete Private Event 

"Secret of Wrought Gold" to 
make 

Holy Grail 

A grail with rmittfple cracks. Conti rurally gushes miraculous v/ater that revives 
the dean. 

0 

10 

Revive a-D Restores 30% of HP. 

Shatter (50%: 

Mu s’, complete Private Event 

' Secret of Wrought Goltf to 
make 

Toothbrush 

A soft-bristle toothbrush 1ha? is easy on the gums. Cleons and refreshes the 
palate 

120 

2 

Cures untasttofl 

- 

Call of War 

A medicine for calming the nerves of frightened rookie soldiers on the 
battEefieid 

150 

3 

Cures berserk 

- 

Lunar Scale 

A magical scale that restores any power lust due to magic. 

150 

3 

Curas dwindle 

- 

Seeing Eye 

A magic magnifying glass that reveals the enemy's characteristic 

30 

1 

Analyze 

-- 

Horizon Crystal 

A magic crystal ball that allows one to have a better view of the surrounding 
area. 

40 

1 

Expand minima p 

- 

. Sunstone 

A magic stone that emits a warm light, eliminating any darkness. 

50 

2 

Faint light 

- 

Lunar Suppressant 

: A medicine made to slightly suppress the effects pi lunar power. 

1000 

5 

Lower glyph 10% 

- 

Lunar Suppressant X 

A medicine made to moderately suppress the effects of lunar power. 

1500 

1 

Lower glyph 30% 

■■ 

Lunar Suppressant Z 

A medicine made to greatly suppress the affects of lunar power 

3000 

0 

Lower glyph 50% 

- 

1 Lunar incense 

A special medicine mixed with lunar Incense dial slightly increases sunagtyph 
power. 

2000 

4 

Raise glyph 10% 

■■ 

■ Lunar Powder 

Powder ground tram fragments of tbs moon. Moderately increases lunagtyph 
power. 

3000 

5 

Raise glyph 30% 

- 

Lunar Fragmenl 

A fragment carved Irom the moon. Greatly increases 1 unagJyph power, 

3500 

6 

Raise glyph 50% 

- 

"■ 

Perfume of Suspicion 

A crude copy of a legendary perfume. Has a scent that evokes haired. 

0 

5 

Emotion down, Stench 

- 

Perfume of Charm 

i A magic perfume. Makes anyone wearing it seem attractive.. 

0 

10 

Emotion up, Perfume 

- 


Item Alchemy 


Rarity 

Creation Result 

I 41 IfiQjeriiefit 

Qty. 

Ingredient - 

Qty. j 

3 rt Ingredient j 

m i 

Michelle 1C Lv. ! Kiriya 1C Lu, ! 

Seraph in a 1C Lv. 

Sigmund 1C Lv. | 

2 

Coffee 

Fresh Hera 

mm 

Medical Herb 

Biosa 

- 

- 

1 

1 

1 

." \ 

z 

Antidote 

Antidote Herb 


Medical Herb 

i 

- 

- 

3 

2 

2 

—-— H 

3 

Holy Water 

Fresh Herb 

r* 

Medical Hart 

i 

~ 

—• 

3 

2 

3 

—— 1 

3 

Para-Gone 

Antidote Herb 

t 

Medical Hert) 

2 


- 

3 

2 

3 


3 


Fresh Herb 

i 

Medical Herb 

2 

- 

- 

2 

1 

1 

^ - 1 

3 

Sedative 

Fresh Herb 

i 

Medical Herb 

2 

- 

- 

3 

2 

2 

.... - .. 

3 

Spring Weimth 

Laurel 

i 

Medical Herb 

2 

- 


A 

3 

3 


3 

Orl i dli$ Eye 

1 ^zard Eye 


Medical Herb 

2 


- 

A 

3 

4 

i 

a 

Maiden's Beon? 

Toadstool 

i 

Medical Herb 

2 

- 

- 

3 

2 

3 

—-— 1 

2 



i 

Medical Herb 

2 

— 

« 

s 

2 

3 

~ - 1 

i ~z 


Toadstool 

1 

Medical Herb 

2 

- 

- 

3 

2 

3 

—*—f 

2 

Arons C 

Fresh Herb 

i 

Medical Herb 

2 

- 

- 

2 

\ 

2 


2 

Toothbrush 

Fresh Herb 

i 

Medical Herb 

2 

- 

- 

l 

1 

2 

“ 

3 



„ 

„ 

- 

.. 

- 

“ 

- 

- 

- 

3 

Lunar Scale 

Fresh Herb 

i 

Medical Herb 

2 

- 

- 

2 

, y 

2 

-■ 

5 

Panacea 

Laurel 

i 

Medical Herb 

2 

Novo Herb 

i 

4 

3 

4 

- 

5 

Miraculous Medicine 

Novo Kerb 

3 

Red Berry Potion 

2 


- 

4 

2 

4 


3 

Mysterious Medicine 

Miraculous 

Medicine 


Novo Herb 

3 

Blue Berry Potion 

i 

- 

5 

6 

* 

10 

Clandiar. Medicine 

Mysterious 

Medicine 

1 

Novo Herb 

4 

Green Berry Potion 

t 


S 

- 

- 

IQ 

Bottom less Pot 

Green Berry 

Pot-on 

IQ 

Green Barry 

Powder 

5 

Atlantis Metal 

i 

- 

- 

6 

- 

10 

Kismfidc Tablet 

Gold Berry Potion 

10 

Gold Berry 

Powder 

5 

Atlantis Mete? 

i 


- 

6 

- 

1(T~ 

i Cornucopia 

Panacea 

10 

Amarlista 

2 

- 


- 


6 

“ 

10 

Holy Grail 

Miraculous 

Medicine 

10 

Clandran Medicine 

3 

Atlantis Metal 

i 

- 

- 

6 

- 

1 

i Sedfia Eve 

Bird Eve 

l 

_ 



- 

1 

1 

- 

i 

1 

Horizon Crystal 

Seeing Eve 

\ 

Bird Eye 

2 

.. 

—- 

1 

1 

- 

2 

f Z 

Sunstone 

Sandstone 

1 

Cork Wood 

1 

- 

■- 

2 

2 

■■ 

3 

5 

Lunar Suppressant 

Silver Metal 

2 

Lauret 

2 

Vice 


- 

3 

- 

- 

7 

Lunar Suppressant X 

Lunar 

Suppress an! 

1 

Silver Metal 

3 

- 

-■ 

- 

5 

- 

- 

9 

Lunar Suppressant 2 

Lunar 

Suppressant X 

1 

Amarlista 

1 

- 

- 

- 

e- 

- 

L-——— 

- 

.~i. 

Lunar incense 

Lunatite 

2 

Laurel 

2 

Toadstool 

i 

-- 

4 


“ 

1 

Lunar Powder 

Lunar Incense 

1 

Lunatite 

2 

- 

- 

- 

5 


- 

a 

Lunar Fragment 

Lunar Powder 

1 

Lunatite 

3 

- 

- 

- 

6 

7 

“ 

5 

Perfume of 

Suspicion 

Lunar incense 

1 

Aroma Oil 

2 

Toadstool 

i 

5 

- 

■■ 

- 

ID 

Perfume of Charm 

Perfume of 
Suspicion 

1 

Aroma DEI 

2 

Laurel 

i 

5 

- 

- 

- 


p 

m 
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Description 

Value j 

Rarity 

Effects 

Special Acquisition 

■“Intro to Astrology" 

The fortune-telling book from Ihe famous Savio, teaching how lo became a 
spiritual guide. 

100 

1 

- 

- [ 

Astrology Manual 

Savin's new, mirGh-anticipated fonune-telirtg book, Read this to shape your 
life. 

500 

2 

“ 

- 

"'Llruf Erstaci ding 
Astrolooy" 

"Unbelievable 1 The truth of your origins can he found within Savio's book ’ 

100D 

3 

- 

1 

“ 

"Astrological 

M^.lenes'' 

A mus? have! savio'a fortune* lolling beak wil! help you to become a new you. 

2000 

4 

- 


“Sacral Arts of 
Astrology'' 

The latest issue, Savio’s secrets are revealed for you to take contra* of your 
life 1 

3000 

5 

- 

- 

"Talk With Animals" 

A wo rk from a If ash-faced author. Rico's picture book is great for the whole 
family. 

too 

1 

- 

- 

_ 

'My Aramal r rien-d s" 

The anticipated sequel from Rico is brimming wlih cute drawings. 

200 

2 

■■ 


"Animal Secrets" 

Highly acclaimed’ Rico's latest series of work. What animate will appear? 

SOD 

3 

- 

- 

"Heart of Animals" 

Winning rave reviews’ Rico’s picture book series. How do animals feel? 

1500 

4 

- 

_ 

i 

■facts adopt Animals" 

A masterpiece! This work from Rico wti turn you into a master of animal 
psychology. 

2000 

5 

- 

- 

Memoirs of a Warrior 

A book ol 2 legendary warrior who remained undefeated, increases attack 
power. 

25000 

3 

MAXATK +4 

Must complete Private Event "Secret ot 

Writing ° to make 

Memoirs of a Knight 

A book of a legendary knight who dedicated his life to his king. Increases 
defense. 

25000 

9 

MAXDEFr A 

Musi complete Private Event ■"Secret of 

Writing" to make 

Memoirs of a Hunter 

A book of a legendary hunter who always caught his pray. Increases accuracy. 

25000 

0 

MAX HIT -4 

Must complete Private Event “Secret of 

Writing" to make 

Memoirs ol a Thlet 

A book of a tegandarv thief who could sreat anything. Increases agility. 

25000 

9 

MAXAGL+4 

Most complete Private Evans "Secret of 

Writing " to make 

Memoirs ol a Mage 

A book of a legendary mage who mastered all magical spells, increases 
intelligence. 

25000 

9 

MAX INI +4 

Must oempiete Private Event "Secret of 
Writing" to mate 

Memoirs ol a 
Mercenary 

Memoirs olan 
Alchemist 

A book of a legendary mercenary who survived all hrs battles, increases health 

25000 

3 

MAX HP+20^ 

Must complete Private Event "Secret of 

Writing” to mate 

A book of a legendary alchemist who sought the froth. Increases spirit 

25000 

8 

MAX MR 420% 

Must com plate Private Event " Secret of 

Writing” lo make 

’Dance of the Sword " 

The book that explains how to attain Cap&fl's battle Stoll. Alfneim 

0 

to 

Bestows Alfhe$m 

Must complete Private Event "Secret of 

Writing” to mate 

"Memos of a Master 
Marksman” 

The book that explains howto attain Ay as battle skill, Simorgb Zal. 

0 

to 

Bestows Simorgh Zal 

Must complete Private Event Secret ol 

Writing" to make 

"Path af a Hera" 

The book that explain s how lo attain Capell's battle skill, Levantine Slash. 

0 

10 

Bestows Levantine Slash 

Must complete Private Event 'Secret of 

Writing" to make 

“Live by Ihe Sword* 

The dock that explains bow to attain Edward's battle skill. Tempest Clash 

D 

10 

Bestows T&mpsst Clash 

Must comptere Private Event ‘Secret Of 
Writing” to make 

“Legend of a Shadow" 

— 

' The book mat explains how to attain Komachi's hat?Is skill. Nightshade. 

0 

10 

Bestows Nightshade 

Must complete Private Event "Secret of 

Writing" to mate 

"Palm of the Hand" 

j The book f m. explains how to sttain Touma's battle skill. Peerless Valor. 

0 

10 

Restows Peerless Valor 

Must complete Private Event “Secret of 

Writing” to mate 

■'WfM&PBrs of alma" 

The book that explains how to attain Michelle's air magic spell. Voltsweep. 

0 

3 

1 

Bestows Voltsweep 

Must complete Private Event "Secret ol 

Writing" to mate 

"Rage of fire" 

The book that explains howto attain Eugene’s fire magic spell. Pyrttenca. 

0 

g 

Bestows Pyrdance 

Must complete Private Event "Secret of 
Writing" to make 

'Molding of Earth" 

rTtie book that explains howto attain Rico's earth magic spell, Geocrush. 

0 

a 

Bestows Geocmsh 

Must complete Private Event "Secret of 
Writing" to make 

Tide of Water" 

The hook that explains how to attain Michelle's water magic spell. Nekras. 

0 

9 

Bestows Mskrifs 

Must complete Private Event “Secret ol 
Writing" to make 

“Power of Fog” 

[The book that explains howto attain Rocha's water magic spall. Miasma. 

0 

10 

: Bestows Miasma 

Must comp! ate Private Event "Secret oF 
Writing" to make 

"Flow of the Land” 

j The bock that explains how to attain Eugene’s earth magic spall, Geoquak&. 

0 

10 

Bestows Ei so quake 

Must complete Frivate Event ■‘Secret of 
Writing" to make 

-Wtn of the Universe” 

The book that explains how to attain Ru cha’s fire magic spell. Pyrgedrtorr. 

0 

ID 

Bestows Pyrgeddon 

Must complete Private Even! ‘‘Secret of 
Writing 1 " to make 

Training Scorn 

| 1 ------- 

] A musical score that teaches PI scare. 

0 

2 

Bestows Place re 

- 

Prelude Score 

]A musical score that teaches Fortune. 

D 

3 

Bestows Fortuna 

- 

Fugue Score 

j A mustoai score that reaches Arigeie. 

0 

4 

Bestows Angere 

- 

Fantasia Score 

A musical score that leaches AlucfnariL 

0 

5 

Bestows Alucman 

j- 

Sonata Score 

A musicaf score mat teaches Perturbare. 

0 

0 

Bestows Perturbs re 

- 

Concerto Score 

A musical! score lhai teaches VaSesrft 

0 

7 

Bestows Valero 

- 

Suite Score 

! A musical score that teaches Obduratos. 

0 

7 

Bestows Obduratus 

|~ 

Overture Score 

j "A m usical score that leaches M are Lunsris ” 

0 

3 

Bestows Mare Lunans 

r 

CapricciQ Score 

A musical score that teaches Irritates, 

0 

8 

Bestows Irritates 

- 

Nocturne Score 

1 A musical score that teaches Hypnotic us. 

0 

3 

Bestows Hypoc-tieus 

r 

i__—-— 

Symphony Score 

A musical score that teachpt Precan 

0 

10 

Bestows Pretah 
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Book Writing 


Creation Result 

V 1 Ingredient 

HUB 

2 uS Ingredient 

Qty. 

3rd Ingredient \ 

“intro to Astrology" 

Paoyrua Paper 

2 

- ' ’ 

“ 

h 1 

Astrology Manual 

Papyrus Pag^r 

2 

Lentesco Wood 

1 


“LI nderstandinq Astrol mjv“ 

Pulo Paper 

1 

tsntesco Wood 

2 


"Astrological Mysteries" 

Parchment 

1 

Writer's Quill 

1 

- 

"Secret Arts of Astrology" 

Parchmarrt 

2 

i Cierk's Quill 

1 


"Talk With Animate” 

Papyrus Pager 

2 

- 

- 


“My Animal Friends' 

Papyrus Paper 

2 

Lentesco Weed 

1 Br_1 

“AnimarSedrets" 

Pulp Paper 

1 

Lsntesco Weed 

2 

f- 

“Heart of Animals" 

Parchment 

l 

Writer's Quill 

■■ n 

"Facts About. Animats” 

Parchment 

2 

Clerk's Quill 


- 

iMemoirs of a Warrior 

HafnitisP Pager 

3 

Genius's Quin 

i 

tiV. 

Memoirs of a Krtiqftt 

Hafaitian Pager 

3 

Genius s Quill 

_1 

j Memoirs ol s Hunter 

Haluitiau Paper 

3 

Genius's Quill 

1 

r 

r Memoirs of a Thief 

Hafgitlan Pager 

3 

Genius's Quill 

1 

F 

i Memoirs of s Mage 

Hatgitian Pacer 

3 

Genius's Quill 

1 

i- | 

[Memoirs cd s Mercenary 

Hafgitren Pager 

3 

Genius's Quill 

_ i 

■Memoirs of an Alchemist 

Hatattiau Pager 

a 

Genius's Quill 

mm- ' j 

[“Dance of the Sword" 

Memoirs of a Knight 

i 

Genius's Quill 

2 

I" 6 

■ "Memos af a Msstei Marksman" 

i Memoirs ota Hunter 

i 

Genius's Quill 

2 

[- 

["Path at a Hero" 

Memoirs of a Warrior 

i 

Genius's Quill 

2 

[“Live by tire Sword" 

Memoirs Of a Warrior 

t 

Genius's Quill 

2 

F 1 

[ “Legend of a Shadow'" 

M amoks of a Thief 


Genius's Quill 

£ 

h 

[“Palm of the Hand” 

Memoirs of a Mercenary 

Genius's Quill 

£ 

p 

[ “Whispers of a Tree" 

Memoirs of a Mace 

Genius's Quill 

IB- 1 

[“Rage of Fire” 

i Memoirs of a Waste 

t 

\ Genius's Quill 

r 

£ 

i- i 

(“Molding of Earth" 

E Memoirs of a Mage 

1 s Genius's Quill 

2 

EZ :F.!.7"Pj 

["Tide of Wafer" 

: Memoirs of a Mage 

1 • ! Genius's Quill 

i 


[“Power of Fog’" 

i Memoirs of an Alchemist 

1 

Genius.s Qui'i. _ 

l 


“Flow of the Land 1- 

Memoirs at an Alchemist 

1 

Genius's Quill 

2 

- 

rWill of the universe" 

; Memoir of an Alchemist 

> 

Genius's Quin 

2 

- _ _ __ _ 1 

1 Train inq Score 

■Traininn Notations 

1 

Staff Paper 

1 

Musician's Qurl j 

f Prelude Score 

1 Prelude Notations 

t 

Staff Paper 

fH l Musician's Quill j 

[tuque S oare 

;FuQUd Notations 1 

Staff Paper 

1 Musician's Quill i 

t Fantasia Score 

[Fantasia Notations 1 

Staff Paper 

1 

i Musician’s Quilt 

^Sonata Score 

Sonata Notations 

1 

Staff Paper 

1 Musician's Quill 

f Concerto Score 

Concerto Notations 

1 Staff Paper 

2 

! Musician's Quill 

Suit* s - 

Suite Notations 

1 ; Staff Paper 

2 

! Musician's Guil! . 

iCnphccfo Score 

Capri coin Notations 

i 

1 Staff Paper 

2 

iMusiriarVQuiH 1 

[Overture Score 

Overture Notations 

i 

itar - 

3 

[Musician'^ Quill S. 

E ; .Nocturne Score 

Nocturne Notations 

i 

[Staff Paper 

3 

KSSamToufir 1 

[symphony Score 

Symphony Nutations 

i 

S Staff Paper 

3 Musician's Quill J 


IWS&SGBK 


Sigmund 1C Lv, 1 


1 

“ 

- 

2 

” 

- 

3 


.. 

4 

- 

- 

5.. 

- 


» 


2 



3 



A 

- ... i 

- 

k 


- 

& 

S 

- 

6 

5 

- 

6 

5 

- 

5 

r ■ 

6 5 


6 5 


! 6 1 5 1 

- 

6 | 

- 

6 


6 


6 

- 

5 

- 

6 


5 

.-. 

1 - I a 1 



5 


“ 

5 


-- 

6 


1 _ 

6 

_ 


6 

- 

i 

i 

- 

i 

• f ' 

- 

2 

2 

- 

2 

2 

- 

3 

3 


3 

3 


■ 4 

4 


- 

4 

- 

5 

- 

- 

5 

— 1 

- 

6 

: 

- 


JUICES 


Fresh Milk 


IA fresh and nutritious milk. Used in a variety of dishes. 


Fruit Milk 
1QD%Serry Juice 
Mined Beny Juice 
rtaigihan Berry Wins 
fresh Herb Tee 
Royal Herb Tea 
FSonsyTea 
Bure us;. Fruit Liquor 
Premium Karathos 
Thousand Year Sigh 
Big Gamble 
Prlmo Nectar 


j a milk mixed with berries. Even children enjoy drinking this tasty [real. ZOO 

j A juice made from one hundred parcerttfreshty squeezed berries. 450 

j A healthy juice made From a va riaty of berries. Watch as your tongue changes ^ 
. [ color 

[ A Hatgitian wine made from berries fermented over a long lime. Goes great 
i with fish, 

j A mixed he rb drink enjoyea tor its st rong aroma. It doesn't taste too bad, 
j sifter, 

! A magnificent herbal tea sweetened with royal jelly- 


Special Acquisition 


Restores a little HP, Party effect 

Restores a Frtde MP T Party effect 

Restores 10% of HP, Sweat smell, 

«Parly affact f" 

Restores 10% ol MP. Sweet smell. 

I Party e ffec t j" 

Restores 30% of HP. Pleasant small. 

Party effect jj 






2300 | 


Restores 30% ol IMP. Pleasant smell. 
Parry attest 


f A lea sweetened with honey. Even children can enjoy this, but be camful... 
i it’s hot! 


[A sweet liqueur with a hint o! sourness from Burguss fruit. Popular with the 
tiadiBE. _ 

' Made in Casamfre. The winery desert suddenly, leaving only a few bottles 
t remaining. 

A unique cocktail with a fast: you'll never forget 
i Artificial courage juice. Some drunk this in limes of need- 


3803 


Restores 50% of HP Cures silence, 
Party effect 


5500 


6-200 


Restores 50% of MF, Cures freeze, 

Party sited 


Restores 70% of hp. Party effect 


12000 

55000 

550 DO 


8 Restores 70% of MP. Party effect 

9 MAX HP *10%, Party effect 


i The ultimate drink in taste, aroma, and price, Made from a special mix of 
j spirits. 


150000 


9 ; MAX MP *10% P Party effect 

MAX HP t10%. MAX IMP +10%, 
| Party effect 


| Musi complete Private Event 
“Secret of Cooking" to make 

























































































































































































































































































































3ee Larvae Soup 


:iu‘j Mi je Mate Soup [Snalwskirt 


•hea^&3up 


Lizard State 


j Stewed Lizard Scales 


Sliced Deviant fish 


Sear Paw 


r Stewed Bear Paw 


"Aya sntf Dominica cannot make Soup 


Rarity , Creation Result 


1* Ingredient 


. Fruit Mijfc 


[Bungoss Apple, 


100% Berry Juice 


Mixed Berry Juice. 


Haig roan 


Haigltlan Berry Wine 


Strawberry 


HonejQea 


RaitEy | Creation ResuEt 1* ingredient 


Eurcuss Fruit Liquor 


Burg use Apple 


Premium Karathos 


^ . Premium 

mousardVear Stgh Karatnos 


Big Gamble 


Casandra 

Sanappie 


Premium 

Karathos 


Premium 

Karathos 


H02SE3E1EE33K1 

t Fresh M Ik 

2 

Blue Berry 

2 

Yellow Bern;' 

• - : 

1 

MiK«t Berry Juice 1 

2 

iFructus Herb 

1 

Fresn Herb Tea 

A 

Favei Lemon 

3 

White Berry 

2 

Halgitian Berry 
jwine 

1 

[Stiver Berry 

1 Gold Barry 

"M; Thousand Year 


! Sibil 



Qty. AyalCLv. 

Rucha tC Lv. 

Dominica 1C Lv, 

Sigmund EC Lv, | 


r ~%T ilWMKEfcT— : 

t . 

1 

t 

- 

—hi 

1 

\ 

1 

100% Berry Juice 

1 i 

1 

\ 

2 

- 

- 

- 

2 

- 

„ 

3 

3 

2 

- 


- jjj 3_ 

3 

3 

.. 

Royal Hsrb Tea 

i §r 4 

4" ““ 

3 

__1 

r Halgitian Berry 
|Wine 

i 


4 

- 

|Surguss Fruit 
BLliJUor 

i 


5 


I 

- : * | 

- 

5 


1 


” 

6 

_~ _ | 

j Big Gamble 

1 

jjSSSSfcl -t --— r r n - 


6 



SOUPS 


Name 

Description 

Value 

Rarity 

Effecte 

Special Acquis iff on 

Soup Stock 

A soup stock made from bones. Used in. a variety ot dishes, but never on Its 
own. 

T50 

1 

Restores a Irttie MP, Bitter taste 

Party erTed 

- 

Bee Larvae Soup 

A soup made from bee larvae. Vary nutritious, but has a homble texture. 

320 

2 

Restores some MP, Bitter taste. 

Path; effect 

h* 

N utritious Snake Soup 

A soup made trom shed snake skin and snake meal Full of nourishment. 

BOO 

3 

Restores 10% □! MR Bitter taste,. 

Party effect 

•• 

HeartvSnirp 

A muo from Haloiu 'is secret ingredient is the love put into making it, 

BOD 

4 

Restores 10% of MP. Party effect 

- 

Stewed Lizard Scales 

A strange concoction made with lizard scales. Best to guip down with your 
eves shut - - 

2400 

5 

Restores 30% of MP, Party effect 

- 

Dragon Soup Stock 

: Deviant Fish Soup 

Stewed Bear Raw 

A soup stock made from dragon bone. Finding the ingredients could be 
hazardous, 

3000 

6 

Restores 30% cf MP, Cures poison. 
Party effect 

* 

; /\ f, 5 h soup lull of tiny bones. Tastes great, but be careful when eaisng it. 

% 

7 

Restores 50% of MP. Party effect 

- 

j a delicacy of Fayet. Those made from the right paws are highly prized. 

mm 

3 

Restores 50% of MP. Cures curse, 
Party effect 

- 

Deluxe Crab Soup 

A lavish crab soup made using mb sheik. Only appreciated by nobility. 

12000 

9 

\ Restores 70% of MP. Party effect 

- 

Witch Broth Soup 

| A mysterious soup made in a mysterious pot with mysterious ingredients 

Eaters, beware. 

24000 

9 

_ 

5 Restores 100% of MF, Perilous taste, 

\ Party effect 

. 

Heaven and Earth 

An extravagant soup made up of ingredients from Land, sea, aito air. Rare even 
fork im _.__ 

35000 

to 

MAX INT +2, Party effect 

Musi complete Private Event 
"Secret of Cooking* to make 


Qly. : Inqredienl 0ty. 

3 ffl Ingredient 

Ql(. 

Ructia fC Lv. 

jWni'lffHUI 

2 m - 

.. 

-- 

1 

1 

1 Soud Stock 

T - 


t 

1 

2 ' Soup Stuck 

- 

2 

Z 

2 : Sliced Fish 1 

Helgitlan Paste 

1 

. 'L . . 

-- 

2 isuup Stock 

1 Hearn Soup 

ZaLa Rock Salt 

1 

3 



- 

4 

- 

1 Hearty Soup i 

Antidote Herb 

2 

4 

_ 

2 Hearty Soup 2 

- 

- 

s 

L. - 

2 Crab Shell 2 

Hearty Soup 

1 

5 


LTp^ciitQO! 

Stewed Bear Paw 

1 

r b 


f Sliced Rate Salmon 2 

KjngEgg 

fei .. JL. 

1 --- 


POTS 


Name Description 

Value 

Rarily 

Effects 

Special Acqulsilton 

j a dish matte by an amateur. Made from random ingredients; you won't be 
Amateur Hot Pot ; wiming ssccnis . 

m 

1 

Restores a tittle HP, Stench. Party 
effed 

- 

□radian Cblckan i A hot poi made with Faye? chicken. The bones are used to create the tasty 

Hot Pci ! broth. 

250 

1 

Restores some HP, RsstDrtsaflttle 

MP, Parly effesl 

- 

Deser Hot Pol T A local hoi p ot con coded by Hi e people of Fayel. 

5D0 

3 

Restores 10% of HP, PartV «dect 

■■ 

Pandora's Hof Pot Although it smells of danger, those who eat it can't help bul feel great hope, 


4 

Re stores 10% of HP. Cures poison, | 
: Party effect 

r 

k--" W*T,-..W1 

Imperial Sts wed ; a wundartul-smolfing dish served at feasts m Burgusa Palace 

12D0 

5 

- ‘ 

1 Restores 30% of HP. Pleasant smell 

Party effect 

- 

Cobasn a Mu slugom a seasonal hot pul made tram m ush moms picked from the Cobasna 

HotPbL HTtrubeffands, ___ 

1500 

* 

Restores 3G% of HP. Party ehect 

r 

,;The inqredients of this unique looking and smelling dish are a mystery. Is it 
r east of the immortals j ^ fe 

3SQ0 

7 

Restores 50% of HP. Stench. Party 
effect 


Hftivenlv Risotto j A famous risotto teat brings ail who eal it to tears. Could use a little less salt 

4000 

a 

Restores 50% of HP Party effect 


* A ‘avish crab gratis made fn honor of a returning hero. The sea smelt brings 
-Hem’s Ctab Grath \ m%vm 

esoo 

0 

Restores 70% of HP. Part. 1 


Dwir$ Spaghetti J A dish with dragon a* Its main ingredient. Getting the meat is the challenge. 

f 0000 

9 

| Restores 10G% of HP. Lraks 
| poisonous, Party effect 

|r _j 

t; i’a cjigh dial Looks and topics awful. Often eaten by warriors to prove their 

Dragon Fiesta : 

.courage- .. ..... 

I 55000 

10 

J 

1 MAX DEF*2,P|% fitted 

— 

Must cunp^te Private Event 
"Secret of Co*oki reo" to make 































































































































































































































































































Mystery Meat 


[Amateur Heft Pot 




Chicken 


; 0radian Chicken Hot Pot 


Chicken 


Grad ian Carrot 


WIKI Rabbit Meat 


jE r i S\i :: - r 


Cobasna Lettuce 


Cobasna Mushroom Hot Pot 


Heavenly RfeOttp 


Hero's Crab Gratin 


Devil's Spaghetti 


j Ore gon Fie ste 


*Aya anti Ructia cannot make Pots. 


Pot making 


5 

^ Arnataur Hot Pol 

2 

Wild Fck Meat 

2 

: 

1 

2 

,i= 

■s 

ip 

£L 

3 

".■r Soup Stock 1 

2 

White Pepper 

Z 

Fresh Milk 

\ 

vFavel Wheat 


v. ; 3* IngreriienJ 

QtV- 

Dominica 1C Lv. 

Sigmund fC Lv, 

Hi:'- ' .. _ 


T 

1 1 


- 

i 

1 

S3-i Sliced Salmon. 

1 

2 

2 

SStfZale Rack Sait 

1 

3 

- 

■feomdian Chicken Hot Pot 

1 

3 

:: _ 

Ir^ri Toadstool 

1 

4 

- 

f:v.; Pandora's Hot Pot 

1 

4 

- 

! • fjBe&f 

2 

5 

- 

jtjfgCrab Meat 

T 

5 

... 

5 Bear s aw 

1 

6 


SH Dragon Fang 

2 

6 

- 



PLATES 


Name 

Description 

Value 

——-- 

Rarily 

Effects 

Special Acauisition 

Slewed Whols Bat 

A rtish including a whole bat. Recommended only ter toe adventurous types. 

63 

Restores a little HP, Bitter iaste. 

Party effect 

_ 

veggie Salad 

A salad made Trom fresh vegetables picked from the Cobasna Timberianps. 

150 

. 2 J 

Restores a little HP 

Restores a lithe MP. Party 
ere:: 

Knltorc Omelet 

A common homemade dish in Kohori 

350 

4 1 

Restores some HP 

Restores sera a MP,. Party effect 

Fried Greatfov/r 

A dish of fried greeifowl. Frying it gets rid of the disBncc smell 

300 

5 

; Restores 10% of HP, Restores 1 0 % of 
MP. Party effect 

- 

Davfam Fish Flatter 

A platter of fresh sliced fish. A popular dish among fishermen. 

1600 

5 

Restores 30% o! HP 

Restores 10% of mp. Parfy 
effect 

Grils&d RachHuvUS 

A dish of grided rachnuvus, Commonly eaten during wartime. It smells great, 

but ........ 

35G0 

6 

Restores 10% of HP, Restores 30% ui 
MP. Party effect 

h 1 

Fried Lizard with 
Veggies 

j Vegetables are piled up to hide the gross-looking liiard, An odd dish, but 
: tastes great. 

4500 

7 

Restores 30% of HPrivfP, Party effect 

- 

Rare Sainton Hot 

Plate 

i7 dish that usr& an entire salmon. Salmon are very rare, making it a sought- 
i after dish. 

1CK30O 

6 

Restores 50% ot HP/MP, Party affect 

- 

fried Demon Eya 

Trie eye of a demon served up whale. G;ds& your eyes and gulp it down. 

8573 

9 

Restores 70% of HP/MP, Party effect 

's! j 

Perfected Curry 

An ultimate curry made by a chef who dedicated his life to spices. 

" 35LHW 

a 

Restores 100% of HP/MP. Party effect 

- _.... 

Gourmet Barbeque 

An extravagant barbecue of meat and vegetables. A real outdoors-y treat 

55000 

10 

MAX ATK +2. Patty effect 

Must complete Private Event 
• Secret of Cooking" to make 



f B at Wing 
Canute Lertus-? 


1 EOradian Butler 


Kollo n Omelet 


Fay el Lemon 


Chicken _ 

Sliced Deviant Fteh_ 


Fried Greatfayvl 
Deviant fish Platter 


Sapran Green Pepper 


Rschnimri She!/ 


Grilled Rachnuvus 


2 R einer Garlic 
HB Sliced salmon 


Or adieu Better 


Sliced Rare Salmon 


Rare Salmon Hot Plate 


Giant Eye 


I Perfe cted Cuny 
jGo urnwt Bartsgue 


Sa prah Gr e en Pepper 


Frer sterk htest 


Rarity Creation Resuil 5 1^* in&fC=lMent 


Plate Making 


OarctinicalCLv. 


i_ 

1 

a 

X 

2 

3 

3 



'A/'- canno: maje^sles, 


DESSERTS 


^ - 


Name 

DeserMiflfl 

Value 

Rarity 

Effects 

Special Acquisition 

Barry Ice Cream 

The generous amounl of berries used in itiis ice cream gives sweetness with 
a hint of sour. 

100 

i 

Restores a little WlP, Sweet smell. 

Parly effect 

-- 

Berry Tart 

- --- 

The finest tert made from high-quality be r risa. Popular among the ladies. 

200 

2 

Restores same MP, Sweet smell. 

Party effect 

“ 

Special Pudding 

Oh an given as a gift, this is a pudding flllec with love 

550 

"7“ 

Restores some-MP. Sweet taste. 

Party effect 

- 

Haitian Jelly 

A popular sneck in Haitian homes. Often served to guests as a treat. 

1500 

4 

Restores 10% of MP. Sweet taste. 

Psny effect 


Lucky Chocolate Coin 

A chocolate made to look tike a lucky coin. Eating it makes (m feel very lucky. 

10000 

5 

Revive & Resteres 30% of HP, Sweet 
taste, Party effect 

- 

Slims Pudding 

An amazing snack "hat is so soft that one forgets he is even eating it 

160DQ 

6 

Revive & Restores &0% of HP. Sweet 

teste, Party effect 

- 

Rare Butter Caks 

5 A cake made from precious eggs. Favored by nobles. 

20000 

7 

Revive & Restores 100% of HP, Sweet 
taste. Party effect 

- 

Fruit Fiesta 

\ An exquisite mix of lemons fruits from across the tend. 

30000 

3 

Revive £ Restores 30% of HP/MP. 
Sweet smell Party effect 

- 

Emperors Defight 

j A lavish dessert created by royalty. Not many people know of Ihts treat. 

40000 

9 

Revive S Restores 60% of HP/MP, 
Sweat taste. Party effect 


Glacial Delight 

> ice shaved from the glaciers of Vinphen. Its teste will blow you sway. 

50000 

Li 

Revive & Restores 1QQ% of HP/MP, 
Mind-numbing taste, Part)' affect 

- 

Wedding Special 

f Created by a fireNdass chef who committed his Hie so perfecting this flawless 

1 cake. _. __ 

| 55QOO 

10 

MAX A.GL r2. Party affect 

Must complete Private Event 
"Secret of Cooking" to make 













































































































































































































































































BREAD 


Name 

Description 

Value 

Rarity 

Efforts 

Special Acquisition 


ft nread mad- with a selection of sour terras. It seems healthy 

BO 

1 

Cures slaep. Sour taste. Party effect 

- 

Codasna Salad 

A sandwich made with vegetable* from the Cobaana Timberlands. 

200 

2 

Cures poison, Restores a little HP. 

Party effect 

- 

Toast of Dawn 

A powerful herb bread that wakes you up. Great for those feeling sleepy in 
the morning 

m 

3 

Cures confusion. Restores a little MR 
Party effect 

-- 

0 radian Chicken 

A sandwich lilted with Fsyel chicken cooked Id just itie right tenderness. 

400 

4 

L_ 

Cures charm. Restores some HP, 

Party effect 

- 

jackpot Burgar 

A burger made with a ridiculously wasteful set ol ingredients. Eat like a king! 

550 

5 

Cures freeze* Restores some MP, 

Party effect 


Soul Rail 

. a bread matte by a baker with all hs util, lifts die spirit. 

2300 ' 

6 

Cures paralysis Restore* 30% of HP. I 

Party eflecl 


Rock BanJ Slick ol 

A rock-hard bread. There was once a rumor of a warrior killing a person with 
j it _ 

3BD0 

? 

Cures stone, Restores 30% trt MP, 
Party effect 

- 

: Exquisite Bread 

Crests 

j g re ad crusts made from the finest ingredients. Mo one knows where the bread 

1 goes! 

5DQ0 

a 

Cures silence, Restores 50% cf HP r 
Party effect 

- 

Hell's Egg Sandwich 

Ttie lines! sandwich made from the finest (and rarest] ol eggs 

! 5S00 

9 

Gums unsaaing, Restores 50% of 

MP. Party effect 

" 

Mysterious Cutty 
Bread 

! B Te ad filled with the curry of a legendary chef Lei ihe spicy curry clear your 
] system- ___.. 

20000 

9 

Cures all status ailments, Restores 
50% of HP/MP. Party effect 

r 

-f 

heavenly Pancaka 

1 A heavenly pancake made using a combi nation of traditional techniques with 

J great skill. _ _ JUMPg;r)aT _ gaa - r 

1 55000 

1” 

10 

MAX HIT+2, Party effect 

Musi complete Private Event 
"Secrei of cooking" to make 



iM; ! Predij H Butler 


4 Prehistoric Meal 


3 iQradlan Carrot 

4 ; Berr y tee Cream 


4 Curry Ponder 


4 m Ro yal Jelly 


Fayet Wheat. 


i Heavenly Pancake 


’RuQtid and Dominica cannot mate Stead. 


V 4 Ingredjeal 


Rarity j Creation Result 


Qty, 

AyaiCLv. 

Sigmund 1C Lit. 


i 

1 


i 

1 

i 

2 

2_ 

i 

2 

-_ 

i 

3 

- 

i 

3 

- 

1 

4 

-_ 

2 

4 

- 

1 

5 

~ 

2 

6 

- 


1 Cobasrte Salad Sandwich 

Ravel Wheat 

[Toast of Dawn 

Favel Wheat 

| Qradten.Chicken Sandwich _ 
[ Jackpot Burger 

GCl*;1= S : 

Fay El Wheat 

i SouE Roll 

Favel Wheat 

1 Rock Hard Stick of Bread 

Favel Wheat 

1 Exquisite Bread Crusts 

Fayal Wheat 

1 Nell’s Epg Sandwich 

Favaf Wheal 


Bread Making 


MEAT 


Mystery 

Meat 


' Wild Fox 
Meat 

Chicken 


Meat at random wild 
animals. Not til for Ba tsrnrj 

I WiM rabbit meat Slightly 
hard, but testes good Used 

in high-class cuisine. 


j Wild ton; meat that ten': 
j vary testy, _ 

j Chicken used in a variety 
, of dishes. Faye I chicken is 
, especially world-renowned. 


25 


j Fayel's special dreed of 
i chicken- Used in a lot Of 

I high-class curs toe._ ^ 

: Etof, The meat oi choice lor 
[ all rrigat lover s._ 

j ft giant hoPK Of meat on the 
bore Eating it raw would 

_ a takaa lot of gats. 

I The meat of a legendary 
Dragon Meat ! crestore. Strength is gained 
! ho those who sat it. 


Fayal 

Chicken 


Prehistoric 

Meat 


50 


eo 


too 


320 


Ratify | 

Special Acquisition | 

m 

_ 1 

1 

-- 

t 

_ 1 

3 

J 

3 

- 

4 

~~ _ 

4 



FISH 


Name 

Description 

Value 

\wmmmm 

Fish Fin 

Fish fin that is used in a 
variety of dishes 

5 

i 

■■ 

Sliced Fish 

Fish meat cut into easy-to- 
531 portions that is used in 3 
variety of dishes. 

15 

2 

- 

Sliced 

Devksnt Fish 

Deviant lish msat lfial is 
; considered a delicacy, 

I finding it fresh fs often 
| difficult. 

30 

2 


Sliced 

Salmon 

• Fish that goes with any load, 
j Easter lo catch from the nv jr 
{during the winter. 

50 

3 

- 

Shc*d Rara 
Salmon 

’ Fish so rare that it is highly 
j prized among fishermen. 

500 

6 


Creb Claw 

| A giant crab claw usee in a 
; variety of dishes as w&fl as 
| for other cjuiposss 

200 

4 

- 

Grad Meat 

] Ravortuiaafimeaataopa! 
straight out cl the shed. 

1:-1 

SO 

5 

f [ 

1 1 









































































































































































































VEGETABLES 


SPICES 


name 

Description 

Value ; 

Parity j 

Special Acquisition j 

Cefctsns 

Lettuce 

Famous lettuce cultivated in 
Cobasna. 

10 

i 

- 

□radian 

Carrot resistant to hot 
weather. Cultivated in Oradta. 

12 

t 

- 

Noiaen 

Potato 

A potato used in a variety 
of dishes, A local specialty 
ct Molaan 

15 

1 

- 

Graad Qtllon 

An onion cultivated in Graad. 
Has a bit ot a kick that leaves 
ihe cook teary-eyed. 

30 

2 

- 

sirflz. Tomato 

A tomato grown in the 
cold land of Unite to give a 
delicious, SWWt taste. 

35 

2 

- 

fheria 

Mushroom 

1 An edsbte mushroom 
; common in ihe Pi aria 
Marshlands. Slightly 

1 hallucinogenic. 

40 

2 

- 

Rarer Garlic 

Fameu 5 garlic from Reiner, 
Adds a nice little accent to 

1 many dishes. 

55 

a 

- 

Sapran 

Gfeen 

Pepper 

A pepper cultivated in 
Sapran.Cten even be grown 
j in the desert. Disliked by 
children 

20 

2 

- 


j Name 

Description 

Value { 

Rarity j 

Special Acquisition ] 

Honey 

Sweet honey stolen from 
honey fcees. 

150- 

1 

- 

Wood Syrup 

A mis of sap and honey. 

Used in many desserts. 

120 

2 

- 

Zala Rock 

Salt 

A high-grade salt ejected 
from the Zaten coast 

Cherished by chefs 
grverywhere. 

20 D 

3 

- 

Haitian 

Paste 

A condiment created in 

Halgila by fermenting Deans. 

220 

3 

■■ 

White 

Pepper 

A spice picked rn Kolton. 
Resistant in the cold. 

250 

3 


□radian 

Butter 

A dairy product made from 
milk. Used in a variety of 
dishes and desserts. 

210 

3 

- 

Berry Oil 

Fruit oil extracted hem 

berries. Used m food asv.'e:' 
as sn medicine 

soa 

3 

- 

Royal jelly 

Valuable homey collected 
from beehives. Often used 
as a tonic. 

500 

5 

- 

Curry 

Powder 

j A mix of various spices. 

1 Recently created, ii is hot, 
i tnrt adriichva. 

600 

5 

1 


FRUITS 



nptfriiilirin 

Value 1 

Rarity i 

Special Acquisition | 


An unrioened red berry Toe sour to eat. .. 

30 

1 

1 

3iue Berry 

v^iinw Berry 

An tinripcned blue berry. Tcjo hand to eat. _ ^ _ 

35 

1 

... J 

An unripened yellow berry Too hot to £al 

50 

1 


fiwn Berry 

An unrioened green berry Too pungent to eat. 

60 

2 

- 

Black Berry 

An urmpened black berry Too bitter to e at 

SO 

2 

“ 

An unrioened white berry. Too bland to eat _ ___— 

120 

3 

-• 

Silver B u rry : An unripe ned silver berry, Tpo satty to cat. _ ........ 

200 

3 

“ 

nnirthprrj An cvBr-ricehedocld berry, Tide swwl to eat .... 

250 

A 

... 

FI urguss Apple 

Fayet Lemon 

HaiQiiian Strawberry 

; A famous type of apple from Surges-that grows very hign in trees. 

150 

3 

" 

A very sour lemon culled in Faj^ RiBsisteiil to heat 

m 

3 

- 

- Grown m Halgiia between spring and summer. Popular among children. _ ^ 

120 

4 

“ 

Kottofi Melon 

j An Hpaisive melon cultivates is Kolton. Not too sweat, it is a fowrte amm nobles. 

500 

5 


Casandra Eanappfe 

, a rare fruit cultivated in Casandra. Almost like a myth around the martelplace. 

300 

£ 

b— . — 1 


ORE 


Desmirti nn 


Junk 
Metal Fragment 
Stone Statue Fragment 
■Sandstone 
Granite 
Marble 
Ceramic 
MetljS 
Hearthstone 
Lunahie 
Quartz 
Amarlista 



iJ A stone mat Ts easy to process. Tlie lowest grads ot stone gro und. _ 

"TrfioTnost commonly used stone due to its durability and resilience to weatharjng. 

!Wl ' ’ 111 _arrrvLU afiii GfiftSF 


E An incredibly light and soft store. Good lor absorbing sho ck 

A stone that i v ■ . •= - "T=?.rccf. ..' ap ! ; 0 h powers. — __—- 

Xstom that resonates wfcEn it I s sine* Aligning the waves mates a destrucli'ife force 
1 Asti™ that dampens lunadyph p oiw-Although b taoliTiil. ilissaUloha email 

iT . , . . _ An rl rl t. m KTl I Ihj Aim ij ft] A P- H^bl tfl GW tLlfi ISlSt. 


ftmarnsta - —-a**—- . *- ——r- .. 

Bronze Metal A A metal lacking rinirtn sss and durability A tow-grade jD_ ^y_ths — 

r:. ‘ ‘ Vi. T Z 13T ~ "J„^\ am > m H Manvr rutin ns have a ora to war TC SMUte 


Lon Mats! 
Copper Metal 
Steel Metal 
' Silver Metal 
THamum Metel 
Gold Metal 
Blaze Metal 
Prismatite Metal 
Merourlus Metal 
Cj^iallite Metal 

Attends Metal 


The itids! comrT'Or meal iwjnd. Many BCbns (sue gen e towaMO secure deposit nt jt 

_i_i_ _. j 14 ni«l 3 acil'., 


A soft melai that is easy to process. Durable anti Ugtrt. ft does dpi f ust easily. 


• . ?f . 1£ := ■ - Oeirg ,:;nmcr ■'. ~ • sp 


A Siii.it! reiai irsn iron. tai d:> a s no- =s: trig. 


Tiare mataltp"at iepriiedfor H$ Karo, light.and durable propertie s. 


An elasti c metal that can a yeu be ofO-:;S=ed if ro a tr n '.yir-. 


A metal Hie Hotter it sets, the harder the metal become 


A metal usually round in Eiouid forrroSofidrtjed by a 

: ". . .. . __i .. i_.. -, tl*. pfltmort rti-a rtloar^" si is. 


A^ta?said to hsrafr^nty by arfctos. The mora retinol Ihe clearer K is. 


! a moTal that is so scarce that even the basic properties at the metal are a mystery 


ft mala! sought after by smiths everywhere, Tha color differs with time sp eint 'processing. 













































































































































































































































































DATA 



Sion e Statue 


Sandstone 


Sandstone 


Granite 


Ceramic 


Cera mid 


Ceramic 


BMHiarthsions 


Metal Fragment 


Bronze Melal 


Bronze Metal 


Sandstone 


Silver Metal 


Silver freta 


Sunstone 


Go ld M etal 


Prismatite Metal 


Merduriys Metal 


Msrcufius Metal 


I Crystallite Mela I 


Atlantis Metal 


i cannot make Ore Alchemy. 


Qty. I g* * Ingredient 


3 rJ Ingredient 


Ingredient 


Qty, : £ nJ Ingredient Qty. 3 Fl1 Ingredient 


Rarity ; Creation Result Inyredtent 


Value 


Natne i Description 


Lizard Skirl 
. Buffalo Hide 
Silver Fox Fur 
f Golden Wolf Fuf 
C hameleon SMn 
Salamander Skin 
iluEiiiiJde 
Ganida Skin 
Dragon Hide 
' Kenaf Cloth 
Ramie Cloth 
Barkclotli 
Cotton Cloth 

■ - Clot 

• Silk Cloth 
Down Feather Cloth 
Damask Cloth 
Feeble Cloth 
Rachnevus Cloth 
Lubricus CEott* 
Empyrean Cfolh 


j Description 

Value 

Rarity 

Special Acquisition 

[ The hide Ql a small animal that gives off a pungent smell. 

45 

1 

~ 

j The hide of a mid-sized herbivore. Durable and used ccmmcmy across the land. 

120 

2 

- 

The skin of a reptile Unlike most cloths, If is resistant to dr/ and humid conditions. 

250 

3 


: The durable hide of a targe herbivore. 

m 

4 

- 

: The fur of a mid-sired mamma!. Soft and warm, viewed as an expensive material 

500 

4 

- 

| The fur ol a wolf tnat ran absorb impacts when kepi in good condition. 

150 

3 

“ 

Magically imbued skin that biends in wilft its surroundings. 

1000 

5 

F 

3 The skin ot a serpent that is resistant to tire. 

2500 

6 

- 

| A magically imbued skin ihal absorbs impacts and is as hard as metal, hut remains light. ; 

3000 

7 

- 

j The skin of a garuba. Different layering methods change itsctarbcterislfcs. 

300 

5 

- 

| The hide of a dragon that hardens in pisses according to its ‘wearer's retires. 

8000 

8 

Must complete Private Event “Secret of Wrought Gold" so make 

] A crude cloth that is thick and coarse. Rips easily like paper 

20 

1 

- 

1 A cloth in mass distribution, Made from s plant that tan grow even in dry regions 

60 

1 


. A rough but strong doth woven from wood fibers. 

100 

2 

- 

; A soft, absorbent cloth that gIves the wearer optimum mobility. 

150 

2 

■■ 

‘ A widely used Cloth that breathes well Popular in hen regions. 

200 

3 

- 

J A scented cloth also known as fragrant cloth. Keeps away diseases as well as bugs. 

250 

4 

- 

| A tight and warm clolh made with feathers woven into the material 

500 

5 

- 

I A glittery cloth with bits of metals and gems sewn into ii Surprisingly smooth 

1000 

6 

- 

; A cloth soaked in the blood of a now-extinct breed of monsters railed Eeebles. 

| 2000 

7 

- 

An expensive cloth made from ractnuvae webbing. Durable and insulates well. 

3500 

0 

- 

A magically imbued eioth that always feels wet Whatever touches it slips nght off 

4GDD 

9 

- 

A mysterious cloth soaked in, holy water that shines like metal and reflects light 

j 55DQ 

ID 

Musi complete Private Event "Secret d Wrought Gold" lo make 


A very soft and light wood. Extremely easy to process. 


Ebony Wood 


A wood that is as hard as steel when in cylindrical form, making application difficult, 


Pius Wood 


A rare wood from a divine ancient iree. its elegant aroma seems te give vitality 


CLOTH 


Lux Wood Regarded as being Eia trier that tin average wood Its -shin* makes ft a Wgh-Qual ity wood. 

Lentesco Wood j An extraord marl ly rubbe ry wood. 11 can be m rripu late d to any shape and doas not bu n. 

Ptacidus Wood j An elastic wood ideal for use in hows. Also used to help axpsl evil spirits. 

Matos Wpotf : A magical '.vckkJ that increases in density the more it's swung around. Tastes sweet. 


350 

400 

600 

S50 


Cork Wood 1 An inexpensive wood that ra resistant to humidity, but wears down easily. 

Lauarc Wood j A commonly tou nd wood. Q uick growth makes ft perfect lot mass distribution. 




WOOD 


Ore Alchemy 


Wood Alchemy 


Lerttesce Wood La flpn Wood 
'Sigmund make Weed Alchemy. '_ 


Michelle l£ Lv. . Kiriyn 1C Lv. ! Se rap hi its 1C U. 






































































































































































































































































. .••••: Seals 


Silver Metal 


Cham^C" > - ■ >. 


Sa^Tnan^r SKin Snafcaskin 


Sa'ama'ct !• 


Lguan Wood 


• •• -1 


Balsa Wood 


Barr.c.olh 


Lux Wo cut 

Raghn uyus. Shell 
gold Metal 


Silk Cloth 


Eil. €' M 


[ Damask Cloth. 


Coidor Wqft Fjr 


Silver Fay Fur 


Ra-Diin.i'.'us ShalJ. 


Silk Cloth 


=tacrrj-.-us C 


Glutton Hide 

Damask C pth 


LubrlcyLS; Cloth 


H ■, Water 


ErrpV'esr Cloth 


Creation Result 


Cloth Alerts my 



„ 

-*■ 



- 


- 

“ 


- 

“ 



- 


~ 

-- 


- 

- 


- 

- 


- 

-- 


- 

- 


Metatite 

1 


Bear Paw 

1 



-- 


- 



- 

— 


2 

2 

2 

- 

4 

2 4 

" 

4 

3 4 

-i 

6 

J 

- 

- 

1 


1 

1 

1 

i 

1 

2 

2 

2 1 

- 

~--- 

2 

2 

- 

L— -——-—4 

3 

.. 

- 


3 

- 

- 

- 

4 

- 

~ 


4 

-X 

- 

_—__j 

5 


- 

- 

6 


- 

] 

B 6 

- 

... 



HERB 


Uomn 

□esc notion 

Value j 

Rarity 

Special Acquisition 

Medical Herb 

A kind of he* that is abundantly cultivated in Graid Wooda. 

50 

t 

-- 


A kind of harb with a shockingly potent smell. 

SO 

2 


Antidote Herb 

A kind of herb Lhat is used to cure a variety at poisons 

ICO 

2 

- 

Novo Herb 

A lend of herb that is said to have the power to revive the daad 

120 

a 

- 

f ruclus Herb 

A kind of herb with a fruity scent Added to various things to give 3 nice 
fragrance- 

150 

3 

- 

Halgiiiart Rice 

Bowel Wheat 

A staple of she Haitian diet. 

200 

4 


i A cereal mat is cultivated in Fayel. 

200 

4 

■■ 

Laurel 

A Mod of herb used in d variety pf medicines A symbol of honor and victory. 

350 

5 

■■ 

Toadstool 

A mushroom that releases hallucinogenic spores. 

250 

.. 4 

“ 


PARTS 



nesmntion 

Value 

Rarity 1 

Special Acquisition 



2 

1 

- 

Insect Antenna 


2 

1 

- 


Tbs bard shell ol an Insect. Light yet tough, rt has many uses. 

. Thin Wing 

The thin wing of an insect, handle i? gently, or it will come apart In your 
hands. <1 1 

3 

1 

- 

Monster Claw Along, eerie claw. 

10 

1 

- 

iram An infifict fane. A commodity among cblifictors. 

12 

2 

■■ 

IlfOubT i uvy 

Poison Stinger 

ctime* nt s jn™a*r Rp careful. as it may silll carry traces ot poison 

15 

2 

- 


2D 

2 

_ 

Bat Wing 

The creepy wmg of i bat. Used in medicine and In cooking. 

Beehive 

A hive mads by heec as their borne. Sweet honey car be extracted from it 

10 

2 

_1 

Snakes kin 

The shed Skin ol a snake. Often boiled down to be used in medicine, 

15 

2 

1 

r^/'rsic. Ws.pr!lp 

A durable needle taken from a certain breed of cactus. 

13 

2 

" 

IjatiLUS I'wU'C 

Vina 

A flexible piece of vine that shrinks and stretches- 

14 

2 

-- 

Random Beast Bone 

A bonE at an undetermined animal. 

15 

3 

-- 

Bans Fragment 

Animal Fapg 

A piece of a bone that has been smasher? Into smEthsceens. — 

2Q 

3 

- 

Tie sharp fang of a wiki animal 

10 

3 

1 

Bird Eye 

The eye ol a bird that sailors use as good-luck charms. 

ID 

2 

“ 

Lizard Scale 

The scale of a ;i 2 srd Sold in marketplaces as good-luck charms, 

25 

3 

“ 

Bird Egg 

Liza rd Fang 

ft f r jack rtrinkpfi "Hill a* mjlriflori Lls&ril in 3 '.Kristy ol dishBS- 

10 

3 

“ 

; Th$ fang of a lizard Used m a variety of things. as its so easy to process. _ 

35 

4 

--“1 

Li jard Eva 

Tiie eye of a lizard. Vaiued among nobles as a gem. . 

50 

5 


Fiacfmuvus Shell 

The shell ol a rachnu'."u&. Moderately strong and easy to process 

300 

5 

“ 

Kinci Eon 

An ex&remelv rarechicKen $gg that is highly valued. 

250 

5 

■■ 

» v* 3 1 y *—fcFy 

Crab Shell 

The durable shell nf a crab that i5 used in cooking as well ss in making 
equipment. 

ZOO 

5 

- 

Dragon Scale 

The scale of a dragon mi is fire-resistent Valued as a material for equipment. 

iooa 

5 

- 

Dragon Fang 

The fang of a dragon s=id to be able to col through steel. Used to make Qeadly 
weapons. 

1500 

6 

- 

Giant Eye 

j The eyeball of a giant demon Even without Its body, magic sliil resides vhthln 
the eye. 

1GDQ 

3 

- 

gear Psw 

The paw of a bear. Considered to be a delicacy in some places. 

2000 

7 

“ 

Dragon Eye 

The eye of a dragon lha! is said to have the power to see the fi=tijr-. 

350C 

7 

•••--- J 
























































































































































































































































































PENS 



I Name 

Description 

Value 

Bartty 

Special Acquisition 

Quill 

A simple writing tool 

100 

1 

- 

Writer's Quill 

A writing too? designed so the writer does not get tired when writing long 
pieces. 

150 

2 

J 

- 

CEerk’s Quid 

A writing tool ttat nas Long Been used for creating important documents. 

200 


-- 

Musician's Quid 

A writing too 1 used for composing musical masterpieces. 

350 

* 

- 

Genius's Quill 

A legendary -writing tool that pen mate any novice writer sound like s master, 

300 

5 

Must complete Private Event "Secret 
of Wrought Gold” to mate 



Bronze Metal 


Ebony Wood 


Places Wood 


Clerk's Quill 


Musician’s Quill 


Dragon Fang 


Genius's Quil 


Rarity Creation Result 1 lC ingredient Qty. j 2^ Ingredient 


Pen Alchemy 


'Sigmund cannot make Pen Alchemy 


PAPER 


[ Name 

Description 

Value 

Ratify 

Special Acquis men 

Papyrus Paper 

A type of paper that hss been u&ed since long age. Made from plants 

50 

1 ! 

- 

Pulp Pader 

A type of paper mat is commonly used. Made from timber. 

m 

2 

- 

Staff Paper 

A type df paper suitable lor composing music. The staff is already on the sh«;. 

100 

3 

- 

Parchment 

A type of paper mede from animal skin. Often used for important documents. 

120 

4 

- 

5 Halgitkn Paper 

A type of strong and durable paper that was developed in Halgita. 

150 

5 

- 

Sword of Spades 

| A treasure possessed by the Lumpers. Carved with a spade. 

0 

5 

- 

Chalice of Hearts 

A treasure possessed by the Lumpem. Carved with a trail 

0 

5 

- 

'Out-of Quids 

A treasure possessed oy the Lumpers. Carved with a club. 

G 

5 

- 

Coin of Diamonds 

A treasure possessed by the Lumpers. Carved with a diamond, 

0 

5 

- 

Servant of jacks 

A hidden treasure possessed by the Lumper eliies. Carved wrth a jack. 

0 

6 

- 

Queen of Queens 

A hidden treasure possessed by the Lumper elites. Carved with a queen. 

0 

7 

- 



Paper Alchemy 

\ " 








bbbb 

[ Rarity Creation Result 

il* Ingiadient 

Qty. 

2 TA Ingredient 

Qly. 3* ingrediftnr 

Qty. 

Michelle ic Lv. 

Ktrlya IQ Lv. 

SeraphsiRa ID Lv, j 

Paovrus Paper 

j Cork Wood 

2 


•• •• 


- 

i 

- 

i 

iW Pulp Paper 

liauan Wood 

2 

- 




2 


1=,; 

fflFBS Slab Paper 

i Ebony Wood 

l 


- i- 



3 

- 

2 

■EM P&mhmfini 

I Sheep Hide 

2 

Buffalo Hide 

2 - 


- 

A 

- 

“ 

Hfli Halrfinarr Paper 

*--- Qiv 

3 

Lpntesca Wood 

2 


- 

5 

- 

-- 

»■ Servant of Jacks 

! Sward of Spades 

1 

Chalice of Hearts 

1 B-- 

_ 

- 


s 


■HUM Queen of Queens 

•Club of Clubs 

1 

fCoin at Diamonds 

i 

-- 

- 

5 

"Sigmund cannot make Paper Alchemy. 



QUEST/STORY ITEMS 


Name 

Description 

Special Acquisition 

---— i 

Eagle Emblem Gold Coin 

A gold coin given it* you by a prisoner Take il to h&s family in Surguss, 

Side Quest: “Gold Coin™ 

Samleus Rule 

A divine flute endowed with Kit vision and spirit of Saruleus 

Story 

Sarnie us AmaFlista 

A holy stone imbued with (lie power of Samleus. Dispels an impunties. 

Story 

Ffrewood 

Very dry wood that will probacy hum easrly. 

Story 

Sigmund’s Pendant 

A broken locket worn by Sigmund. St seems there used to be a photo in ft... 

Stay 

Lunytoi 

Medicine to prevent turning into a vermiform. Take it to Edward quickly 

Story 

Prison Key 

An old k&y that opens the doors of Graad Prison. 

Story 

celt Key 

A f ade key Shat opens the ceils in Prevent Castts, 

Story 

Keyed Prtuant 

A fancy key that opens the doors of Castle Prevani 

Story 

Brass Bar 

A brass alloy bar. ft seems that something can be fitted to it. 

Story 

j Jade Stone 

A gem made of jade 

Story 

Qrt of Chaos 

An orb with a crest that symbolizes chaos carved into if. 

Story 

Orb of Order 

An orb with a crest that symbolizes order carved into it. 

Story 

Qrb of Patience 

An orb with a crest that symbolizes patience carved into it. 

Story 

Orb of Desire 

An orb with a crest thal symbolizes desire carved into IL 

Story 

Ort> of Reincarnation 

An orb with a crest tbat symbolizes reincarnation carved into it 

Story 

Orb of Destruction 

An orb wrth a crest that symbolizes destruction carved info iL 

Story 

Orb of Rebirth 

An orb with a crest tbat symbolizes Tebirth carved into it 

Story 
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T- ll 

IdsmntiDn L* 

special Acquisition 

: n 

tii of Rebirth Franment A 

broken niece of an orb, if all ihe pieces ate gathered, it may be possible to fix it. S 

fary_ 1 

| ---■- - 

i IV^TfOT ^ 

mirror mat has been painstakingly polished to mate it very reflective. S 

itoty j 

■'Mirror Fragment ^ 

snare of a mirror. it all ttiE pieces are collected. it could make afina mirror. 

iiory 

j Training Natations A 

qood piece came to mind. You'd better make a note of it... 

itorv 

: Prelude Notations J 

good piece come to mind- Yau'd better mate a note of it. . 

Itory _J 

: NKSume Notations 

good piece came to mind. You'd better make a note of it,.. 

Complete Private Event “Funeral March" 


Lqood piece came to mind. You'd better make a note of it,.. 

- 


■arfiasra Notations 

good olecs came to mind. You’d better mate a note ert it... 

itory 

■,{ 

j'jTnptrony Notations 

good piece cams to mind. You'd better mate a note of It... 


Concerto Moiations 

good piece cama fa mind You'd better mate a note at it 

lomplete Private Event “Saraleus ^ute" 


fade Notations 

good piece came to mind. You'd better make a note of it. 

Complete Private Event "Encouraging Tone" 


^pfiCC-iO Notgtipns 

\ good piece cams to mind. You'd hatter mate a nate of It.,, 

story 


: ugue WotaSDris 

\ good piece ceme to mind. You'd better make a note of it 

Story 


JVcHxfcn Bo k 

\ scratchad-up. locked box. 

Side Quesl "Secret Lost hy Tsunami" 1 


Strangle blared Bag 

ft scrunched-up buhey bag covered with dirt. 

Side Quest. ' Gift Lost by Tsunami" 


Dentures 

A toll set Of dentures. 

Side Quest: "Dentures' 4 _Jp 


□oil 

A broken doll missing its head. 

Side Quest: "JunklrqTn Tsunami Disaster 

l 

Battered Notebook 

A dirty notebook missing its IfiHer had. 

Side Quest: 4 Junk from Tsunami Disaster" 

-«*- 

Piece of Wood 

A rectangular piece ot wood with a strange design on it. 

Side Quest "Amulet Lost by Tsunami" 

Bouquet 

A withered bunch of flowers tied 'With a rtbbon. 

Side Guast “Junk from Tsunami Disaster*' 

tee 

A vase with a flora, design on the side it's missing ns bottom. 

Side Quest "Junk from Tsunami Disaster" 

Tail 

A fluffy tail that seems lo come from a small animal. 

Sids Quest: “Hal Extermination" 


Rag 

A big piece of cloth scrunched up in a bs ; : 

Side Quest "Junk from Tsunami Disaster" 


Damaged Pencteril 

An intricately Assigned pendant decorated with a crimson gam. 

Side Quest: Missing Simon" 

Broker Glasses 

The frame is bem and the lenses are cracked. 

Side Ques? ■Missing Simon* 

Bloo'd of Fay el 

A ulood’rso jewel that can, be found on a Faye, monster cm rare occasions. 

Side Quest: Locking for Jewelry* 

Worn Bow 

Aya's old practice bow. 

Side Quest: “GuetaVS Memories" 

Bone Comb 

A comb thai has been well-tepl 

Side Quest: "The Staff of Life 17 

Crested Ring 

A dull silver ring, 

Side Quest: “Lest Memories" 

Replica of a Kylifi Sword 

___—_— - — 

A replica of a superior sword wielded by Haigitian aristos. 

Side Quest "Lost Katana" 

Blood-Stained Seal 

Tbi seal ol Veras. Stained with ihe blood of the sacrificed 

_n 

Did Hmg 

An old ring you found m ffolaan. Someone must have dropped if. 

Side Quesl “Old Ring" 

Poor Elay 

Material used tor pottery. Tate it to the cranky old man. 

Side Quest "Pot" 

Soft Clay 

Material used far poltery. Tate H to the cranky old naan, 

Side Quest "Pot" 

Golden Clay 

Manual pottery. Take it to the cranky otd man. 

Side Quesl: “Pot" 

Letter 

A letter you’ve been asked to deliver. It's addressed to Denson in Burguss. 

Side Quest: "Letter" 

• Rotter's Wheel 

A poller's wheel, Take it to the cranky old man. 

Side Quest: '"Delivery" 

Hair Clip 

A pretty hair dip Tate st to the helpful young woman at the entrance of the village. 

Side Quest “Delivery’ 

Iron Arm Weights 

A ver/ bulky set of iron arm weights. Someone In the village must've ordered them. 

Side Quest "Delivery’* ■ 

Piesnnption 

A prescription for hack pair medicine. Tate it in the item shop in Burguss. 

;Sfde Quest: "Back Pam Medicine’" 

| Harpy Liver 

Th; back pain medicine Ingredients, Take 10 of them to the item shop in Burguss. 

.Side Quest: “Hack Pain Medicine 

Back Pain Medicine 

Sneciat medicine for back pain. Take rt to me warned afrt woman in Nolaam 

.Side Quest “Back Pain Medicine?' 

: Cut of Cured Meat 

Cured meat that is even loved by monsters. Tate it to the twins 4 mother in Naiaan. 

'Side Quest "Risky Delivery" 

: GiorFur 

An extremely rare item. Take it to the minister in Burgess Raises. 

Side Quest: “Minister and Fur'* 

Zatacresi 

A Topfarand wine that has a smooth clean lasts. Take it to the barkeeper in Burguss 

Side Quest: Zalan Aloohol Brand" 

Burgano Special 

A famous brand af liquor w rii a rich and robust aroma. Loved by Liquor aficionados. 

Complete Side Quest "Za<sn Alcohol Brand” 


Side Quest: “Ch ifa's Lost Matter * 

-—-----j' 

Toy Sword 

The to-/ Ralph's friend lost. rate t to Ralph in Burguss. 

Special Cocktail Recipe 

A recipe far a confidence- building cocktail. Perfect for asking a gin out 

Side Quest “Straw" 

Secret Pain Pen we r 

■ Miraculous painkiller. However, it doesn't actually heat anything 

Side Quest “Straw" 

Veras's Teardrop 

■A stone with something mildly resembling the symbol of Veras m it Best ask the priest. 

Side Quest "Siraw” 

-f ~-— ---—---— - 

Ring for Delivery 

Trie mustered-fcp courage of a shy young man rake Ibis expensive ring to his love. 

Side Quest: "Cupid" 

Overture Notations 

A ggod piece carte fa mind. You'd better mate s note of ft . 

-— --——— --- g 

"Legend of the Creator VoL 2" 

A blessee war’d made by a divine gad who later shunned rt after mankind's feuding . 

_ 

"Legend at the Creator Vol 4" 

Ths victor was given eternal life and power. Ihe god placed h<m dr the moan and vanished. 

---- | 

“Legend of the Creator Vol, 5" 

1 am Juno. Thou shall engrave mv name. 


Torn Page of a Thick Book 

This page is badly torn and cannot be read. 

-- 

Torn Page of a Thin Book 

This oage is badly tom and cannot ba read 


Tom Page of a Scratched Book 

Thrs page is badly farn and can not be read. 

F I 

Tom Page ot a New Book 

- —--——-— -““—- 

T nis page is badly tom and cannot be read. 

1 

A Voucher 

Cussomars have :he chance to purchase a special material set with this ticket 

Xbox Live 

3 Voucher 

Customers have the chance fa purchase 3 special matenal set with this ticket. 

XbQK Liva 

C Vouchor 

Customers have the chance to purchase rare gear with this Hotel 

Xbox live 
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PART 5 



ATK -2Q gPiOOl 


| ATK +250 (06:00) 


i ATK+500 (05110 ) 


at*. -MOD ;A:.'i 


ATK -3000 iW+aDim Sh-iTcr iOVCm 
[aTK 'kZ (KPdra&ri5% over time) 


;ATK *30 (Weapon Shatter! (03:00) 


DEF +30% (03:TO) 


DEF *2 (Armtif Shatter) (03:00] 


Amarlista 


1* ingredient 


2°^ Ingredient 


3rd Ingredient 


Notes 


Gosd Fling 




jL h lizard Eye 


V .s! :: I.-; Seraphic Sat-; to max? 


Lizard Eye 


ENCHANTING 


Capell’s craft works a little differently than the others. Rather than make new gear or items, Capell uses resources to create timed bonuses for allies. 
Press Q or in on the Enchantment menu to choose which ally to biff up. Items used in the enchantment are gone for good, so choose enchantments 
carefully. They’re best when applied for short-term, difficult encounters, like boss fights—normal fighting is not usually difficult enough to warrant 
expending the items. Like other crafts, enchantment increases in 1C level through repetitious use, unlocking more advanced recipes. Some advanced 
enchantments grant huge bonuses, but at great cost—once the bonus wears off, equipped weapons or body armor are permanently shattered. You can’t 
cheat the system, either; taking off the weapon or armor before the timer runs out simply shatters the item and ends the buff prematurely. The bonuses 
are sizeable enough (ATK *3000, ATK *3, or INT x2, for example) that you might consider equipping an outdated piece of gear before enchanting. What 
you give up in stats swapping to a weapon or piece of armor you won't miss later, you’ll more than make up from these staggering enchantments. 


Gold Ring 


Enchanting 


Goid Ring 


3 ; Dragon Eve 


Go’c VV- stguard 1 j:ard rang 


Gold Wristguard ^ BM^Izard Fanp 
ColeWnstguard 3 • ; Drag onFang 

SllvBf Metal 

SilvefWrtet ciiatd^^B Rachnuvifs Shell 
Hi .*• h j 3 CrabShs!! 


Iron Metal 


Meta i Fragment 2 


Geld Wristguard 

lie: - - c 


Must complete Private Event “Secret of 
Enchant ment" to make 


(NT +!SOD (03:00.. 


INT +5% (10:00) 


INT -10% 105:00) 


INI #30% (03:00) 


INT (MR drain 1% overtime} 

(03:00} 


[ INT *2 (Weapon Shatter! f03:QQ> 
• LUC 05:20 


Metat Fraomeril 


Cap pec Mela l 


> Random Seast 

£ Berne 


Copper 

Wristguarc 


i Iren Metal 


.Silver Metal 


1 

1 

2 

2 

2 

1 

1 


K^ MPragon Fang 
1 „j B alsa W ood 


I LUC -M': tg 


I ATK/DEF -5% (05:00) 


I ATK/DEF +10% i r 03:0D - 


Mercurius Metal 


i Random Beast 
■ Bone_ 


isrd 3-sin 


Giant Eye 


Geld Metai 


Gold Hi™ 


Musi Have sccesstei Seraphic fiatejorna ke 


I ATK'H 7-1^: (02,00-. 


I ATK +500DHIT 050 (032001 


| ATK +1QOODD;F 05QO [00:00) 


atKvsudef c :: 


ATKjDEF -500 (Confusion) (031 


! AGL-ir-IT +10% (05 :00) 


A-3 INT-2J- j03:0wi 


I Regenerate HP fry 2% ovar time 

I (10:00} _ 


| Fire damage +30% (10:00) 


.Gold wnstguard 


' Gold WriSEguard 


Gold Wrislguard 


'Mzrcurit 2 £ 


Memiiflns Rlnp 

Blue Betty Potion 


[Blue Berry 

Powder 


Stack Berry 
: Rollon 
Black Berry 
- Po>yder_ 

Salamander Skin, 


Gold Ring 


Gold Ring 


-i Sil ver Wr istauard 

Copper r/ifs 


C opper Ring 


R Veiiow Bony 
I Potion 

Ye 'Be i. 
Powder 
v White Berry 
Potion 


Cork Wood 


Must complete Private Event “Secret of 
E n nnan tnrtenf 1 to make _ 


Granite 


Copper Metal 


Copper 

Wnstguard 


Copper 

Wristquard 


Copper Ring 


Sheep Hide 


Silver Metal 


Silver Ring 


Must complete Private Event "Secret of 

■ make _ 


S Rsganerate HP by 0% over time 
1(05:00)_ 


I Regenerate MP by 1 % over time 

1( 10:00) , 

I Regenerate MP by 4 % over time 
1(03:00) 


Lizard SKJn 


IPrism atite Metal' jj 


1 : Lauan Wood 

3 

1 


Amarlista 


1 Lti 


1 : Lunatile 


1 Sunstone _” } 1 Jtl 

j Salamander Skin ' t. ; T _ - 


| Fire damage +50% (05:00) 


| Water damage -3C : . [1C "■'> 


| Water damage +50% (05:001 


% A ' damage n-3Q% (ifcOOt 


A ' damage ■ L.J-:. (05:001 


Earth damage +30% (10:00) 




Magic damage ^5D%0DEF 0 (03:001- 


i Ff re attack (10:00) 

Fire damage -50% (IQ QDi 


Must have acc ess tc Saraphlc Gate to make 


| Blaze Metal 

| Rachnevus SliEil 


2 )' Balsa Wood 

1 tCd'L Wood" 

3 F3. 




Artrier damage +30% (j 0:00) 


Asthsr damage +50% (05:00) 


l.%g: -V - ;(& DO- 


1 Lauan Wood 


i Rachrigvus Cloth 


Lentfisco Wood 


L usWjd a 


Ceramic 


Quart? 






















































































































































































































































































































Enchanting 


E fim dama ge -100% (Q5 1 0gl_ 
ft i b 103:001 _ 

Mack ,CtO.OO> 
damage-SO'x A 1 . 0 - 0 '^ 
damage -100% (05:00 ) 

1 water (Q&OQ1 __ 

| a ■ attack (IOlOOi 
| Air damac* -505- 1^00} 

| Ait •Unas- L '53 - 


HotvVJate T 


RachnU'A^s5fwll. 
P.s.r.rnuv U5 Cloth B 

1 Cork Wood_ I 


[jjlat us Wort 
fpiusWoo? 


Varja .v : j 


[sarntetonB 


Earth attack i'0:C-31 

' Faith tfeiffiaga -5fl^ (10:00) —_ 
[Earth damage i 05 ^- 

I Absent Barth (63tPQL _ 

[Aftther atteS'j liMft _ 

[ Aether damage -50 e * £10-00) 

| Asthar c*mage ' EC* • - L " J - J 
j Atj.ji Aeiror 03:001 
} : : jar- :e 5 V ; i03:C0i, 

| Magic carnage -1 0 03:00 

I A&sorb all elements (03:00) 


CeramnF 


2 ; Ceramic. 


’;:-ii! '=y- 


-■■ --ts i'*- '.V- : 

PrtenSjfte Metal 


LumriHB 


Amariisia 


Amartista 


Lun Wood 


A-.i-v* 'I "'3 

\ Anti-pojsM (05:00 1 
Anti-curse (05:00) 


i Lanan Wood 

S(tekESkin_ _ 

IT" 




! ASisffi.’?. 

Anii-i- iErc- : 1 OniCC'i 
pntFcfltilustori (05 gjj} . 
j An ti-t raize (05:00) _ 

[ Anti-sttme (Q5;QQ) 


Plamdus Wood 


,Balsa W wJ 


Sunstone_ 


Anil'Cha rm : 05: 00) _„ 

[Anti-doom (05:001 — 

[ Antt-uftseelngioEW L 

, a hi i-*jn h earing [05:001 _ 

[Anli-untastt^ (QS:00) _ 

IMi-afirnent 105:00) 

i A"ii-'',ajic ■ i)3: OQ) _ 

l Fair-: atiac*.(35:00; 


PragonEye - 

Lpi(Wt>otf__ 
She ep HMb . 
Poise irSftrigej 


2 ‘ ; i Sandstone 


2 Antra ete 


Fri^on pL05:OS 
Curse attic 1 - 35 X 


p.aJdu? 

Toadstool__ 

Dragon Fating 
G Lit in Hide 
ur. '.V :j r- ■ 


[Sfienca attack fOS-QO) 

; cwfuffon attack '.l)5:CD; 
?-p«= attar-* .03.00 - 

Stone attack (03.00.1 
: oMBC-: -- ■ 

. ! -r assort attack 03:Q3 


2 Sedate 


Potion 


feeble Poth 


Siam Eve 

kr-: l £u. 


Oftatn attack (03:00) _. 

'1 05:00 

linbeariii fl attack (OfidOD Jt 
Casting il medawm (OScOQ) _ 
[Casting Arc down* 

[c ritical hit rate +5% (10:00) 

CriL ca nit rate -IT. (05 QO 
[ Autoguanl ia’e -r"': ", . 
j- '.id • t■' ■ •' X• '.’5:00) 

A.■-_ir.; -a:-.- - ■ LO ■ "“e :-: s 
| .-i-r :■ rac "03 00. 


White Pepper 


Crystallite 


1 ; Silver Metal 

M Bp^T M&tai 
SRsilver Metal. 


EXP -30 : CE O': 

E>:= ro ■ 03:00 


Staefe t/etai 


[Gold ^fl'aOO) bgWMaai... 

feaid~+ao% (05:00) _ jMBI- 

iSQia*3fltoEXPJQ3:P0) _ SpWMSBL 

..:■.. A -.1 00 KssatW 

[AP coesWotten - 50 ^ [, 05 ^ 00 ) .. JhSgg^gSS- 

I AP ctinsumptimi 0 (MP drain 1% ovht ! Afirmal Fang 


Liz ard Fang, _. 

Dragon Fang 


[time) (03:00). 


MP consumption -20% (10:00)_ 

.... r . :- 7 

-A.:-. 03:00 


DrajiomSwle, 


MP consuinption '50^ (HP drain 5% 
:.:■■■ a] i 03:001 _ ___— 

WP consumption 0 i Weapon Shatter i 


Lizard Eye 


E i’A LC ;05:00; 
iAnfrantn PEF -50% (03:00) 
-.v~e;e; v >n -0 0 


Dragon Eye 


; Bird Eye 


[reiUcnl 


Rarrtv | Restill 


s.siEr-r'ce- 5 ■ 




l - 


lunatde 


RBack Barry PPtiDn 


Dragon 


e Droos 


Angaj Earpick 


Couflii Ore 


2 I Co upft Pro 


1 Cantus NeedN 


) Kactinuvys Shell 


Steel Mata 


Steal Meta i 


Atiimai Fang_J 


Animal Fang 


i Ltzsrd Fang 


on Seal-: 


Dragon Stiaie 


Dragon Hide 


Diageo Scale 


‘ BndtvT 


GianE Eve 


Must have access to Seraphic Sate to make 


ITEMS AND ITEM CREATION - ENCHANTING 




























































































































































































































































































































































PART 5 


SHOPS 


NOLAAN 

CASTLE PREVANT 




Genma 

tsmmia 

Fresh Milk 1C 

Red Berry Potion 60 Ic„:h0r;p j 150 j 

Toothbrush T2Q 

Red Ssrry Potion BD 

Blue R-prT,' : it \ ; Sedative "U 

i Lunar Scale 

*3C 

Anticlose 100 

Black Berry Potion T.'. Ctotous tye [200. j 

Miraculous Medicine 

05C 

frfaqfeffiyH ' 11 50 

■ X 7. s J1S0 

See no sys 

30 

"■'l'" -i 

SseirtQ Eys 30 

Antidote IOO ■ Eye Drops 

'Horizon Crystal 

40 

" Noi ae n Potato "S 

faftWater pbo 3 An Ml Earitfck .120 

Sunstone 50 

Antidote Herb 

Para-6 we \m Aroma Oil l.?0_. . 


[Fgufrieal Clover 5D 



, 



BURGUSSTADT 


General Sho 


General She; 


Novice Baton 


Sunstone 


ftodhran 


Gladtos 


Lengsword 


'Soft Leader Jacket 


Tauan Sandsfe 


Steel Scale Armor 


GreatswPHl 


[Bastard Sword 


General Shop 


[Red Berry Potion 

'00 

F Blue Berry Potion 

i 150 

f slack: Bern/ Patton 

: 350 

[ Antidote 

hop 

IPyajme 


( Sedative 

150 

',iir: : .- in 1 - V■- Lf:" 

Ism 

1 Seeing Eye' 

§' 1 


General Shop ■ 


port L&athar Cap 
| [ran Scale Helmet 
| Granite Circles. 

S eft Leate Boots 
X iron Scale Greaves 


SAPRAN 


FAYE I 



£{ 

m 




Hard Laidier Jacks! 
Crested Vest 


: Silver Fur Jacket 


Copper Chainmail 
Steel Scale Armor 


Ramie Ch iton 


Hard Leather Gap 




Cop per C hain Helmet 


Hard Esther Spots 


Copper Chain Greaves 


Steel Scale Gr-aves 


Balsa San da-s 


■ Lux saHdajs 


The Emporium 


Falchion 


[Qwroors 


| Welt Claws 

; Silver Fur Jacket 


Silver Chainmajl 


SacnbciaJ Doll 


General Shoj 


Red Berry Pol ion 


Blue Bsrry Potion 


[Red jerry P owder 


Black Berry Potion 


Miraculous Medicine 


Item Shop 

■■n 1 m 

‘RedBerry Potion 

: 6 D 

Blue Berry Potion 

15Q 

Red Berry Powder 

Ts5Q 

. Black Berry Patton_ _ 

350 

While Berry Potion _ 

" T2Q0 

•Coffee 

TOO 

Antidote 

TOO 

' Holy Water 

■200 

•j Para-Gone 

[1C 

Drop 

1150 

: Sedative 

T5Q 

.Spring Warmth 20C 

: odious Eye 

200 

Maiden's Scorn 

-iSO 

1 Eye Drops 

120 

Ann el Earpick 

~ [120 

Aroma Oil 

1 120 

Toothbrush 

' 20 

Lunar Scale 

100 

Seeing Eye 

m 

7 Horizon Crystal 

[40 " I 

Chicken 


Favel Chicken 

'50 

brad!an Carrol 

. 4 .I?— | 

Faye! Lemon 

poo 

.Fayel Wheat 

,200 


jt750_ 

[2000 


[IE? DO 

‘[mo 

jlaoo ' 

[Cm 

“t"50 


PORT ZALA 


Accessory Shop 


Bronze Rirtfl. 
i I ron Rina 


>1500 


Copper Ring 


1600 
,800 
‘ 1 non 


Granite Necklace 


Linen Wristfiand 


snasp Wristtrand 


Lizard Wristband 


' JJ'V 


Cal' rs !\r h I EVil 


Scimitar 
Falchion 
Iron Bow 
Backed Bov. 
ipfeacWrq staff 
l EbonyStafl 
“The Shadow Codex' 
Two-Handed S word 
[Cla ymore 
Marching Baton 

;Ebony Baton_ 

Tsra'Quka 

Bayan 

Broad Akc_ 










































































































































































































KOLTON 


Barbed Amior . 


cnainmail 


[Shamir 


Conical D rum 


' iijLrJen Fur Pumps 


Lizard Skin Vest, 


HALGITA 


Weapons Shop 


Ceramic Sword 


Pttsmatite Sword 


Potion 


Longbow 


Haitian Strawberry 
Koiton Melon _ 


Hal 9 ilian Paste 


Panacea 


Mira culous Medi cine 

[seeing Eyr- 


Nigto.'hisper Garb 


Gold Chainmaij. 


ADCBSSOry Sho] 


Bronze Plate At mor 


[linen Toga 


i ron Rin g 


N tahtwhisper H ood 


Banded Headgear 


Gold Ping 
iranfle Necklace 
;Quilt Wristband 


Banded G re aves 


Rabbits Foot 


G-Olc Chain Greaves 


Eagle Eye, 


Lentescg Sandals 


UNDERWATER 

PALACE 


PLODHIF 

CAVERNS 


Genma 


Genma 


I Red Be rry Potion 
I Biya Barry Pol ian 


.Antidale 


Holy Water 


Black Berry Potion 


Para-Gone 


Cough Drop 


| Sedative 
[spring Warmth 


I Antidote 


Odious Eye 


£ Holv Water 


Maiden’s Scorn 


\ Cough Droa 
■ Sedative 


Spring Warmth 
! Primus. Eye 


[Toothbrush 


Lunar Scale 


Miraculous Medicine 


Seeing Eye 

Horizon Crystal, 




Red Barry Potion 

J60 | 

;BJue Berry Potior 

' 50 

[Black Berry Potion 

"EC 

Coffee 

IDO 

Af lidote 

MOO 

l Holy Watar 

\m 

Para-Gone 

Sro 

J Cough Drop 

150 

Sedativs . _ 

150 

i Spring Warmth 

200 

i Odious- Eye 

200 

"i Maiden's Scorn 

150 

pye Drops 

: 120 

Antis! Earpick 

120 

■Aroma Oil 

Ti2C 

* Toothbrush 

|l2C 

■ Lunar Scale 

[iso 

55'] 

^Miraculous Meci.cine_ 

Iseaing Eye 

J30 

i horizon Crystal 

" ;40 

I Sunstone 

50 


:Yellow Garry Potion 

;5M_ 

Red Berry Powder 

650 

Black BenV,Potion 

[350. 

White Berry Potion 

1200 

[Coffee 

"Too L 

Antidote _ 

inc 

1 Holy Water 

[MB p 

Para-Gone 

200 

[Cough Drop 

' 1150 

Sedative 

Ti 50 

: Spring Warmth 

200 

Odious Eye 

zc: 

: Maiden's Scorn 


Eye Drops 

' : 120 
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BESTIARY 

0 Name: The fiends We. 

0 Location: in which zone the enemy is found. 

0 Slats: information concerning the foe's parameters and spoils noon defeat 

0 Elemental Resistances: The enemy's susceptibility to the elements. - 50 Indicates a monster absorbs an eiamanf as 
health, 0 indicates the element has no effect, 100 indicates standard damage, and 250 indicates extreme damage, 

0 Status Resistances: indicates the opponent's vulnerability to various status effects, which can be attempted 
through the abilities of certain allies, or through equipment or enchantments which add effects to hits . 0 indicates 
the fee is completely resistant, while, 100 indicates the enemy fs completely vulnerable. Elements are listed in the 
order A ir—Fire — Earth—A ethe r—Water. 

0 Drops. Hems received upon defeat. The likelihood of a drop, period, is bund under 0 . Once the game determines 
whether a drop wifi happen, a drop class is assigned based on combat Fight efficiently and score Player Advantage 
multiple times for $-Class, score Player Advantage for A-Ciass. fight normally for E-Ctass, and have Enemy 
Advantage scored against you for C-Class. Finally, the actual drop obtained within a given class is based on 
percentage chance \ with luck affecting the odds of rarer drops. 
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APPENDICES 

MULTI-PARTY GRADING 


At four points throughout the story, the party 
engages in massive battles involving multiple 
parties. You’ll only directly control Capell’s party, 
but you’ll determine the setup of Ihe other parties. 
This setup determines the letter grade, or rank, 
received at the end of the multi-party event, 
which then dictates what sort of rewards the 
group obtains. To achieve better ranks—nabbing 
more EXP. Foi, and better items—there are a 
tew guidelines to follow. First, fill every party slot 
possible, and while you can bring along fewer 
characters than allowed, it only hurts your rank. 
Second, favor higher-level characters over lower- 
level ones. Third, equip everyone with the rarest 
gear possible. This guide's Items chapter notes 
the "rarity” ranking of every item in the game. 

This is a hidden slat, but it has a direct bearing 
on multi-party event ranking. The rarer equipment 
for everyone, the better. Finally, different 
personal skills impact the grade either positively 
or negatively if certain characters are brought 
along. For example, Castle Valette is essentially 
a mausoleum. Komachi likes dark places, while 
Eugene and Kristofer fear them. Having Komachi 
for Castle Vatette helps rank, while having Kristrter 
or Eugene along hurts it. The rewards for great 
ranks are nice (especially for Foi and EXP. the 
latter of which applies to everyone equally, even if 
they re not'in the party), but don't fret too much 
if you get a low rank and miss out—none of the 
rewards are exclusive to mufti-party battles. 



Sapran 


Helpful Personal Skills; True Leader (Sigmund), Enduring (Balbagan), 
Thoughtful? (Edward) 

Harmful Personal Skills; Coward (Michelle) 


Rank 

EXP Earned 

Foi 

Items 

A 

3000 

1800 

Mto! fragment red barry potion, iron metal, crab claw, 
ebony wood, and two randomly from: marble, Lack 
berry potion, bronze ring 

G 

2600 

1500 

M efcal fragment, red berry potin n. i ran metal, crab claw, 
ebony wood, and one randomly from: marble, black 
berry p-otton. bronze ring 

C 

2500 

1400 

Metal fragment, red berry potion. iron nwlal. crab C\m 
ebony wood 

D 

2000 

1200 

Metal fragment, md berry poiiem, iron metal 

E 

■5500 

1G0G 

Metal fragment, red Derry potion 


Vesplume Tower 


Helpful Personal Skills: True Leader (Sigmund), Enduring (Balbagan). 
Lucky (Ay a, Balbagan) 

No Harmlul Skills 


Rank 

EXP 

Fol 

Hems 

A 

5000 

12000 

Golden wolf fur. steel metal, mack berry potion, yellow 
berry potion, and two randomly from: memoirs ol a 
warrior, rapier, gland aye 

, B 

4600 

11500 

Golden wolf fur, sieel metal, mack terry potion, yellow 
berry potion, and one randomly from, memoirs or a 
warnoF rapier, giant eye 

C 

4200 

11000 

Golden wolf fur. steel matsL lux wood, black berry 
potion, yellow berry potion 

D 

4060 

1QQQO 

Golden wolf fur. steel metal, Lax wood 

E 

0500 

9000 

Golden wolf fur, steel metal 
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Helpful Personal Skills: Linguist (Savio, Eugene), Shady Lady (Komachi) 


Harmful Personal Skills: Nyctophobic {Eugene. KrEstofer) 


Rank 

EXP Earned 

F Q\ 

ttems 

A 

18000 

IOC-000 

Random toast none, fee bis cloth. giant aye, holy water, 
myst^riDus medicine, and two randcmiy from: memoirs 
of a mage, “Apocalypse of Darkness.' dominance staff 

B 

15000 

90000 

Random bsast bona. teabte cloth, giant ey?. holy water, 
mysterious meorcine. and one randomly from, memoirs 
of a mage. "Apocalypse of Darkness," dominance staff 

C 

13000 

85000 

Random beast bone, feeble doth, glam eye, hoty water 
mysterious medicine 

D 

10000 

7BOOO 

Random beast bene, feeble doth, giant eye 

£ 

9200 

7500Q 

Random beast Done, feeble doth 


Helpful Personal Skills- Coach (Eugene), Disciplinary (Edward, Dominica), 
Cunning Linguist (Savio, Eugene) 


Harmful Personal Skills: Coward (Michelle), Big Coward (fiucftat 


Hank 

EXP 

Fot 

Items 

A 

20000 

120000 

i 

Green berry powder, crystallite motel, plus wood, giant 
eye, Junatrte, and 3we randomly from: empyrean cloth, 
dragon bide, memoirs of an alchemist 

B 

1&B0G 

100000 

Ekaon berry powder, erystallrte metal, pius wool giant 
eye. Funatite, and one randomly from: empyrean cloth, 
dragon hide, memoirs of an alchemist 

C 

17000 

5QDQQ 

Green Deny powder, crystallite metal plus weed., giant 
eye, limafite 

D 

16000 

SSDBO | 

Green tony powder, crystallite metal, pins wend 

E 

15000 

78000 

Green berry powder, crystallite metal 


SITUATION BONUSES 


Throughout the game, fulfilling certain parameters grants bonus EXP or items to the party. The game doesn’t tell you when a Situation Bonus is 
available...but this walkthrough does! A few Situation Bonuses also douhle as achievements. Beware scanning the Situation Bonus or achievement 
lists before you’re very familiar with Infinite Undiscovery, as some spoilers are present within the descriptions, 


I Location 

Requirement 

Reward 

Bread Prison 

Destroyed alt barricades. 

Full HP and MP recovery I 

Bread Woods 

Shot down all Burgtss apples. 

Obtained a bottle of blue berry potion’ 

I Luce Plains 

Reached Molaan without being hit. 

Bonus 500 EXP 1 

Dragonbone Shrine 

Found the secret room. 

Bonus 1000 EXP1 

Luce Rains 

Opened the castle gate within 3 minutes, 

Bonus 3000 EXP! 

Castle Pravant 

Freed ail Eurgt;^ soldo's. 

Bonus 3500 EXP" 

Castle Prevanl 

Defeated Lestei'siltiin2 minutes. 

Obtained a yeilaiv berry potion and a white berry potion! 

Sapran 

Liberated Sap ran within 3 minutes. 

Bonus 5GDQ EXP' 

Sap-ran 

Defeated Semocras within 2 minutes. 

Obtained som? granite and some stee l metal 1 

Oradian Dunes 

Delivered ali the unbtesseds safety. 

Bonus 7500 EXP! 

Qradiwi Dunes 

Rescued Leif without him getting hit. 

Obtained some all-purpose medicine and miraculous medicine 1 

□radian Dynes 

Rescued Gustav without him getting hit 

Sonus 8500 EXP! 

Oradtan Mouutams 

Defeated more than 5 enemies using racks. 

Bonus 10000 EXP’ 

VespJumd Towsr 

Defeated Kron within 1 minute. 

ObJamed some blue berry powder arid a giant eye! 

Vesplome Tower 

Defeated Dmitri within 2 minutes. 

Obtained sgrriE lemesco wood and some down feather cloth! 

Zalan Coast 

Smashed the chain without being swept away. 

Bonus 20000 EXP! 

Kolt&n 

Defeated the mysterious foe within t minute. 

Obtained some blue berry powder 1 

Kaftan 

Slopped Edward within 3 minutes. 

Bonus 20000 EXP 1 

Halgrta 

Reached Svafa within 3 minutes. 

Obtained some mains wood! 

Dais 

Used sialactite to finish Rachnuvae Queen 

Obtained some rschrtuvae cloth! 

Dais 

Defeated Held within 2 minutes 

Obtained the memoirs of a mage 1 

Oradian Dunes 

Reached Sapran within 3 minutes. 

Bonus 30000 EXP! 

Casto Valette 

Solved Chamber of Elements w/ no mistakes 

Full HP and MP recovery! 

Castle Valette 

Defeated Saranda within 2 minutes. 

Obtained soma EMlte and some meraurius msta! 1 

Rena Marshlands 

! Defeated the dragon within 2 minutes. 

Obtained a dragon Eye and a dragon fang! 

lirafersvsiEf Palace 

Didrr t finish oft Iskan via Capet! 

Bonus 35000 EXPI 

UfKJerwaer Palace 

1 Didn’t finish off Leonid via Gaped. 

Bonus 40000 EXP! 

Umar Sanctuary 

Defeated Leonid within 2 minutes. 

Obtained soma amarllstal 







































































ACHIEVEMENTS 

As with any Xbox 360 title. Infinite Undiscovery is packed with achievements you can unlock to boost your Gamerscore. A few are storyline- 
focused, but the majority of them are combat-or-crafting-related accomplishments. Avoid scanning this list too thoroughly before you're 
very familiar with the game, as a few achievement descriptions constitute spoilers. The titles of these achievements are bolded, don t read 
them before you beat the game! 


a 

Achievement 

Description 

Gamerscore 

Acquisition 

Surprise? 

Uunohed your first 
surprise attack. 

5 

Simple enough—sen re Pl ayer Advantage ones. 

Blitzkrieg 

Launched 10 
surprise attacks. 

10 

Score Player Advantage 1D times. This achievement almost certainly can da obtained naturally Ihrough normal gamepiay 

luflnfiefy 

Unobservant 

Allowed the enemy 

to surprise you 10 
times. 

10 

Let foes score Enemy Advantage 1D times. By the lime you Finish the game this may have happened on ils own, but if not it's easy to achieve 
on purpose. 

Groundbreaking 

Executed a 30-hit 
ground combo. 

20 

$ C0 r e a ao+ hit combo on a standing opponent. This likely unlocks through normal gameplay eventually, especially as Letter skills and spells 
become available Otherwise lo coax this along use a connect skill that bits many times and doesn't knock down or launch, like teveto- 
up Astro or Raven Venom, aid fill in the yaps behween caste with Dancing Rhapsody. After two or throe repetitions, voila. achievement 
unlocked! 

Aerial Acrobat 

Executed a 2Q-h'it 
aerial combo. 

20 

Score 20+ hits on s launched roe Also hke'iv achieved through normal gamuplay. Otherwise,, simply launch the enemy with Crescendo Spike 
or Cuttanc Gavotte, then juggle with Dancing Rhapsody to Cutting Gavotte while using Connect skills like Sparrowrain. Wash, rinse, repeal 

Light living enemies, like litestealers, are the easiest la keep aloft. 

Down to Earth 

Executed * 20-hil 
down combo 

2D 

TTis Other combo achievements are almost guaranteed to unlock through rncidental gameplay—it would be harder norta get ttrem. “his 
achievement ,s much mure difficult, however. Only lor a very bnel window can you combo foes while they're floored- and foes canroi be 
“Overkilled" white grounded {whereas vou can pound on standing or juggled foes lor as long *s you can keep it up). With a party bum 
ground jTtulti-brt attacks, use a skill like Diminuendo Dive that knocks down while timing a Connect skill that hiss many Timas, like Edward s 

Sward squall to strike just after the foe is floored. Toss in a multi-hit skill of Ca pell’s, like Marching Boots, and hope a third ally jams id the 
lun at the right moment. Most enemies cannot withstand such an assault so reputed attempts might have to wait for the stouter anemias m * 
ihe S^apiuc Gate (or an Infiniiy mode piavthroughi. 

Stalwart 

Learned every 
battle skill 

30 

Most skills are acquired simply by leveling up. A tew choice skills are obtained only from skill bucks, however. You'Ll need Rico at 1C Lv.6 to 
craft these The Private Event "Secret ot Writing^ must also be completed. 

Sagacious 

.earned every spell. 

30 

Like skills, spells are mostly acquired through leveling up. Savio cratts some exclusive spell books at 1C Lv.6, after ihe Private Event "Secret 
of Writing" is com pleiad. 

Artistic 

Learned ever,' tune. 

30 

Apart from a tew learned through the story, most scores must be made Irom notations found in treasure chests or earned through Side 

Quests and Private Events. Getting Rico to IG Lv,6 is si so required. 

Compulsive 

Obtained every 1 
item. 

50 ^ 

Obviously. This achievement rakas some time. It requires getting everyone to tC Lv.6 and completely clearing out :ha Seraphic Gate— 
probably many times for raw materials. Dnn’l miss the instrumental sword in Castle Valetra. necessary for soma late sword recipes. 

Mister Chfif 

Obtained level 4 
cooking Skills. 

5 

Compared to later 1C skill levels, Lv 4 is restively para less. Rucha, Aya, and Dominica can get conking ibis high 

—— - 

Ciariflisn Ch^f 

Obtained level 6 
cooking skills. 

10 

Continue skilling up 1C level with Rucha. Aya, or Dominica lo unlock this achievement 

Creme da la' 
Cfemfi 

Cooked a Heaven 
and Earth dish. 

30 

After getting Rue ha to 1C Lv.6 and completing the Private Even Secret of Cooking. 1 ’ save lbs gams and have her combine 1 dragon meat. 2 
sliced rare salmon, and i king egg. it she bite. reload and try again. 

Aspiring 

Chemist 

Obtained level 4 

akhemy stalls. 

5 

Michelle, Kiriya. and Sersohina are capable oi achieving 1C Lu,4. 

Clartciian Mind 

Obtained leva! 6 
alchemy skills. 

ID 

Grind Mtehella, Kiriya. or Seraph ms up to alchemy 1C Lv.6 for this achievement. 

Mai) Scientist 

Alchemized a holy 
j grail 

30 

G*t Seraph \m to 1C Lv.6. complete the Private Event "Secret of Wrought Gold." Itten have har combine 10 miraculous medicines. 2 Ciandran 

medicines, and ’ atJantis metal ter this achievement Aswiih Creme de la Crime, save before attempting Ihe synth, as you won't want® lose 
rare ingredients on a tailed attempt. 

-- 

Gcldsmilfo 

I Obtained Level J 

I forging skills. 

5 

Eugene, Edward, and Krsioter can achieve forging ICLv.4, thus unlocking this achievement 

Clarion 

Hammer 

| Obteined level 5 
l forging skills. 

10 

Eugene, Edward, and Krisfefer can attain forging 1C Lv,6 

Hephaestus's 

Hammer 

B forged an azureal 
| blade. 

30 

fijwam drafts trie game's best weapon. Put not before he has ID Lv.fi. You must also have Seraphic Gate access, which only occurs after 
beating the main genie on at least Normal difficulty,. Save before combining 2 anwlistas, 1 gram, and i emblazoned sword. 

Bestselling 

Author 

| Ontarnad level 4 

I writing skills. 

3 

Rico and Savio arc the scribes in this outfit. Get either of them to IG Lv.4 tor 5 Gamerscore 

Glaridten Scribe 

- 

t Obtained level 6 

1 writing skills. 

10 

Push Rico or Savio So writing ID Lv.6 for this achievement 

Surnma Cum 
Laude 

| Wrote “WiiF ol the 
| Universe." 

30 

After completing the Private Event “Secret of Writing and getting Savto to 1C Lv.6, have him combine 1 memoirs of an alchemist and 2 
genius's quilts to receive this tome and 30 Gamerscore. 

High Enchanter 

I Obtained level 4 

1 enchanting skills. 

5 

Capell is the only enchanter, and he gtts started wi his trad@5kill rarer than everyone else does on theirs. Gat him finch anting 1C Lv,4 for Ibis 
achievement 

Oaridian Hand 

£ Obtained level 6 
!j enchanting skills. 

10 

Push Gapeli ail the way eg enchanting 1C Lv.6 for this achievement 
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Achieve mefil 

Description 

Gamers pure 

Acquisition 

Soria] Butterfly 

jOnnected with 
every character. 

10 

The last additions to the parry are Toumaand Komactu. relatively tale hi the norma] game. Once they’re available, simply Connect with both 
and ycu're done. Make sure you Connect with Sigmund during, disc 1; it you miss the chance, you'll have to rail until the Seraphic Gate fer 
another opportunity 

Filthy Rich 

Obtained 

99,999.969 Fo ; 

20 

Like (he Compulsive achievement, th :3 one takes a lot of diligence and many trips through the Seraphic Gale Sell m c^ra craft results— 
that you won ’1 need Far other 1 C recipes, oS course! 

Hern gfite 
MStetinitim 

Defeated 1000 
enemies. 

20 

This achievement is a matter ol urns. If you don’t avoid combat excessively and play through the Seraphic Gate after a norma* playthrough, 
it comas pate rally. 

Bud Influence 

Allowed nine 
characters to 

vermify 

ao 

ants the | U nar rain begins effecting characters toward the and of the game, they'll become incredibly Threatening monsters if overexposed, 

Your parry members can be very hard to deal with in this state, but you must let it happen rim times for the acinaveroem. Get Peroipere up 
immediately to defeat therr verrrfftad forms, and don’t iel them transfers while you’re busy dealing with other monsters too this scenario 
virtually guarantees a visit to the Game Over,screen {sacrificial balls notwithstanding)- 

Time tor 

Glasses 7 

Played for over 40 
hours, 

30 

Depending on your level of exploration and Side Quest completion with a Normal tb f foully play through, Infinite UwiscavetytitoB& between 

20-40 rtours te complete. Add in a Seraphic Gate playttirough or two after the main game h> dane. and this achievement unlocks. 

-- “1 

Sarn^ o* Lull 

Detonated every 
explosive barrel in 

Graart Prison 

15 

Graari Prison Is the first area in die game, use Aya's Ravaging Raptor Connect skill to destroy all barrels from a distance, out of harm s way. 

Don’t miss any barrels you didn't use blowing Vembeit over the railing 

OntoeHun 

Reached Noteari 
without taking any 
damage. 

30 

After Aya falls ill, Capell must carry her across Luca Plains while »crazed wyvarn spews flame after him. Getting nailed by the flames lor tfte 
Lumper foes in the area.i negates the achievement. You might simpiy run and get lucky with not getting mi but vuu cati also use stone pillars 
as cover between fireball volleys. Making itto Nolaan unscathed also scores a Situation Bonus. 

flock, Stock, 
and Barret 

Defeated ten 
anemias using a 
catapult at Castle 
Prewant 

30 

The catapults can be aimed at me gate.. .or they can foe dimed at the ogres standing atop the battlements on either side, Nai 10 of them lor 
the achievarneni but note that going for this probably means you won't score the Situation Bonus for breaching tha para within 3 minutes, 
if youVa compietiomst who wants both, save just before tha battle, take your time getting this achievement then m-load the save and play 
the battle again with speed in mind. 

Capefl to the 
Rescue 

Rescued ail the 
Burguss soldiers in 
Castle Prevanl 

ao 

Keys must be found, buf also crafted, inside Castle Prevent in order to spring everyone on your side free from contain math. This also scores 
a Situation Bonus. 

Guardian 

Reached a sale 
haven without 
tatting any 
unbtesseds perish. 

30 

Be extremely diligent in your protection of the unblessed® never staying tram the slowly-moving group, to get ibis achievement tend a 

Situation BomislTry to keep AP high so you can launch any enemy that comes near—a foe thrown into the air isn’t attacking anyone Tne 
send fish provide the biggest threat here, as you might not notice if one swims .under the desert and pops up into fee group behind you. 
Continually scan fee helpless Sapran citizens’tor surprise attacks. 

--- 

For the Children 

Rescued Leif before 
he got injured. 

30 

You mu$! rescue Left from the garuda in fee Oradian dunes before be is injured. Act ttulcfcly, Connect with Aya. and use Ravaging Raptor to 
bring fee beast dawn, 

Reckless C river 

Defeated ten 
enemies usings 
mine cart in the 

Bihar Mines. 

30 

Bihar Mines is a completely optional area crawling wife Lumpers. By striking a mine cart with a weapon, you'll send it quickly along Hs rail 
path Lumpers along the way will he defeated. Take 10 of them lor a ride ler this achievement. 

The Tide of 

Battle 

_j 

Destroyed the 
Cerulean Chain 
without being hit by 
ttie tsunami ones. 

20 

During tha battle with Niedztelan along the Z^an Coast, hide benind the rock harriers whenever a tsunami approaches to avoid damage. 

Avoiding tsunamis throughout the tight also scores a Situation Bonus 

Imperial Guard 

Reached Empress 
Svsla within 3 
minutes. 

V=- 

■# 20 

Rush up the stairs to the thruna room during the battle in Halgita without pausing to fight any soldiers or gagas along the wav to nab tins 
achievement This also scores a Situation Bonus. 

Marathon Man 

Reached Sspran 
within 3 minutes 

20 

Lik^ thr previous achievement once it's apparent lhat Sap ran is in danger, simply hightail inhere without pausing for combat This also 
scores a Bitosbon Bonus 

Azure Avenger 

Destroyed the 

Azure Chm 

TO 

Unlocks naturally through story 

Orange Officer 

Destroyed the 

Orange Chain, 

10 

Unlocks naturally through story 

C.riifn&on 

Crusader 

Destroyed the 
Crimson Chain 

10 

Unlocks naturally through story. 

Cerulean Savior 

Destroyed the 
Cerulean Chain. 

10 

Unlocks naturally through story. 

Amber Ace 

Destroyed the 

Ambar Chain. 

10 

tin locks naturally through story. 

; Ashen Assailant 

Destroyed the 

Ashen Chain. 

10 

Unlocks naturally through story 

— 

Vengeance st 
Last 

Debated the 

Dreadk night. 

30 

Unlocks naturally through story 

DeicEde 

| Defeated Veras. 

45 

Unlocks naturally through story. 

r " 

Big Daddy's 
Sack 

| Sigmund joined 

| your party tifito 
| Seraphic Gate 

49 

Defeat Sigmund in the Seraphic Gate. See the Seraphic Gate section for more Info. In shod; brush up on your Deflect Drive skills! 

Cherubic 

Gatekeeper 

1 Defsated Ethereal 

1 Queen tn Hard 
| mode. 

30 

Hard mode is unlocked by deling Normal difficulty. Enemies have their giats multiplied by 1.2 En Hard mode: inis puts the queen at 3 
million HP instead of 2 51 hard mode is not significantly more difficult than Normal, however; it you cleared fee Seraphic Gate on Normal, 
feis achievement is |ust a matter d lime. 

Seraphic 

Gatekeeper 

1 Defeated Ethereal 

1 Qaipenin Infinity 

1 mods. 

T 

This is a taller order by tar Irian defeating the queen on Hard difficulty- to Infinity mono, enemies have their stats multiplied by 1 3 Instead 
of z .5 million HP. she'll have 4 million. She'll also be even more capable of eviscerating your entire party at will. The maximum level for 
characters in this name is 255, and it’s not really unreasonable to nssd it considering Infinity mode’s difficulty. Boost your 1C levels as well, 
so Aureal bfoeeand other excellent weapons, especially feose with HP;MR regeneration. are in hand. This will almost certainly he your last 
achievement and. lust about the hardest-earned single achievement point on Xbox live! 





















































































































PERSONAL SKILLS 

Personal skills accessible through the skills menu, show interesting insights into Capell'S thoughts on his allies. CapelTs thoughts change over time 
based on level gains, story events. Private Events, and crafting levels. Often these "skills" are just extra flavor for the story, but a few have meaning for 
nameplay— such as those that explain which party members a character prefers to group with, which animals he or she dislikes fighting, or how he or she 
reacts in adverse situations. Tread carefully hen if you haven’t completed Infinite Undiscovery. as this section is absolutely mJdterfWdh spates...m fact, 
don’t look through these at all until you're done’ 


CAPELL 


Title Tpe 


[Title 1 

Title r_ 

i Title 1 

Title 1 
Title 1 
msi 

Title i 

j Title 1 

! Title 2 
Title 2 

Title 2 

Title 2 
Title 2 
, Title 2 


5aoihe[ 

_JTran3[iDrtar 

3aby sitte r 


Chain Gang 
Hum of Light 



Capellsays... 


A traveling musician with tittle renown and no glory. 
Carrying Aya is makin g my. ar ms really tired. 

"j Now I’m" looking attar two k#s? Ooas their mother tiavs any 
shsme? 

' Traveling ar&unrS and cuitinq^hains, 

Looks likVl get to frsSSgroundl 



1 might not be a real hs ro, tun whai's so bad aboutflrat? 

Sura m vs got the support of each nation, but what good 
is that? 

Wdyj, so I'm a.prince.. . But that doesril change who 1 am. 

[ Pm just Capfll. | 

Looks like i 'm pratty dfidbrtt with a sword! 

Chopping apafr small woodland creatures Is a simple task. 

Fstiis improving l r m about as good as most of the Order peons 

now, ________I 

Swordsman Almost n obody can beat me now __ — \ 

Elite Swordsman A master of iha sword.!L's time to opso up a s-chool. 

Swcritmaster ^Tha greatsst swordsman on Hie face of fits plane!,_ 


: Prince 

\ U nwieldy 
_ Cutlass_ 

Scabbard 


| Tills 1 
U Title 1 

tS 1 

. tide 1 
Tills 1 

TfbeT _ 

. i Title 2 

i 1 Title 2 

•: Title 2 
Title? 
Title 2 
Title 2 

■Title 2 


i Friend:_ 

"princess 
Confidant _ 
Partner 

Vengeful 

Beloved 

Lousy Shot 

Poor Shot 
[Hunter 
HighJHkinter 
Eo wmaste r _ 
Bovymistres3_ 

Royal Failure 


| Title 2 

; Oversv/onf 

1 fad almost.-. over-icveieo-.-ivivv. n 

Imagination.,. ..Right? _.__J 

EC 

Kitchen Scnib ^ 

lie 

j Apprentice 

'jldvefl ic enchanting I'm just a beginner. 

E ■■ 

IC 

Journeyman 
| Endianler _ 

' Level 2 IC enchanting. I'm getting used to things. 

Tevel j lC enchanhnp. A master ot simple eoctent mantis. 

IC 

1 Cook 

ic 

High li chamer 

' Lsvelllc anon anting. A master at most enchantments. _ 

!ec 

Chef 

■I 

Master Enchanter 

; Levels'?G cnchVmin g. B estenchanter a round. 


Master Chet 

'1C 

. Ctarldfam Hand 

LbvbI 6 IC enchanting, i leave 3 little bit of me in everything 

1 enchant. _ Jw 

lie 

r: ■ J 

_ versatile 

I'm pretty good at everything, end very good at nomlflg. 

Rig 

Ctarirtian Chef 

Trail 2 

Dullard 

~ I’m lazy and proud of itt Why do anything today that l can put 
oil until tomorrow? 

- {Train 

ir l ti 

i Lucky !! 


[Trait 2 
Trail 3 
frail 4 
Trait 4 

: I ^ 

.Trait 4 
: Palate 
' Palate 


; Go-getter 
Strong ■ an 
Lady's i.V 

' Older Lady's Mao 
Brash Lady’s Man 
jAya'sMan 
[ PnjlE Lover 


: Fruit Hater 


My arms and Legs might look weak, but Ijnn pretty tough! _ 
i m om picky when it comes to women, i love mem * 11 ! 

Older 'women are so much more...matur e. _ 

" DWrigmoiionaj and angsty g Js are nice. too... 

Aya’s my girll 

i love fruit* I could ret an apple for breakfast, lunch, and 

| dinner! _ ^ — ..__ 

I ale too much fruvi. and now r t m akgsjrffi...sick, .ugh... 



.Commoner 
i-i Fan 
Bear Love r 
1 SearOlako 


Trail 5 


Reptile Hatsr 
Bug Hater 


Did she come out of the ceiling!? 

Shs doesn't look so gsod, i wonder If she's sick, or if ITS just 

the lighti ng? __ 

Thanks for not haling met 
A prioress! ? Royalty is way out of my league! 

You can tell me anything. even the bad sLtJff^ 

Maybe she'll untie(Stand... 

if someone lakes something from you, then you've just gal 
in take as well. 

Watt, do t have to say It? Aya. i... I... * lo ■ 

She sure misses a lot with that bow. 

. She spends mote on arrows than she gets from killing 
; monsters. _ 

She's getting pretty good. I ihink she makes a decent filiate r. J 
She doesn’t miss much anymore 
She cam hit any enemas weak pcrnt without even airoi ng 1 
■ Did she Just hit mat apple from a mile away? Wo w! 

Whai about dance Lessons or history class? Shs IS a prmc-sss 
after ail! _ 

Level 2 1 C cooking. She sure likes to cook. Good with bread 
end desserts. _ 

Level 3 1C c.ooking. He r cooking’s pretty good! Good with 
bread add desserts 

Level 4 LC cooking. She must know every recipe! Good with 
bread and desserts 

LbvbI 51C cocking. She's a world-class chei now, Goc d with - 

bread end dessert s. __ 

Level S IC cooking. Tbs Elartrtians line up for food! Good with ; 
bread and desserts. 

Looks like she gets a strength boost When she surprises 
enemies now' 

She's, actually pretty normal. 

She realty seems to like bears. 

’ AH she ever thinks about is boars! 
bees she . .H-love bears!? _ 

Look how soared sha gels of reptiles! She can't even go! dose; 
Jo ttienri! 

She’s reaHy scared of bugst It’s like she can t even look at 
them! __ I 













































1 Sronzesmith 


Level .31C forging. Ha's getting a littta. better now Good with- 


i Silversmith 


cloth and skins. 


and skins. 


Level 5 IC forging. The greatest smith of per ogel Good with 


I Maslersmith 


f_. „ . Lev?! $ 1C forging. Awe-Inspiring anvil prowess! Goon with 

Liaridian hammer 


cloth and skins. 


Where did he learn to read all those ancient signs and 


s ymbols? 


Ho knows ever/ tongue, aid and new. He's a true weaver at 


| Cunnin g Linguis t 


I've never seen, any tody else take a bath three times a day 


He always looks hap-py when he talks about fishing, I bet he's 


! Alcohol Hater 


'sick just by smelling some. 


He caii r t concentrate in the dark. It seems to lower his 


’ Trait 3 ! tJyCiophobic 


He's doing p little better in the dark, hut his strength stn 


KIRIYA 


—r 


EUGENE 


Title Type Title Capa 11 says.,. 


: Title 1 ; Some Guy 

Title J The Man 

T tie 1 Coon v ng 

jTiHfll j Sigm und r, Ai d e 

itidel i Supportive 


j Tille_1_ 

Title 1. 
j Title 1 


Hajgitiao Plest 


Crucial 


Sig Brothei 


Guide 


; Title 2. 

Tjlie 2 
j Title 2 _ ] Coach 


rnere's something about Itic lone of his vQFce.-.and how he 

J moves bis hands... 

He loo ks like the one who keeps ever ybody organized, 

: it looks like he's planning something.,. 

D Id he just Ml I Sigmund Si go/? 

I I'm gonna need his help ilI warn to get a hang of this 
Si g round acL 

! didn't know ne was i roc tar: n Ha c:is 

i'm going Lo reed his thiokir.g . mais 

He's always there when you need him. I>ut never too close 

! for comfort _ 

His ideas aren't too had 


Trainer 


He says some really inc pi rational stuff sometimes. 

■ and knowledge ' -: cut the Tote L :eration Force. 


I Title £ Adviser 

Rle 2 Cqnsj'eaff, 

Title 2 Counsellor 


Look at him nghi cast spells, and even dance a step now and 

man THAT'!: tal enL _ 

Magic is at Hie care or his strategy. 

He knows what everybody is going to do before they know 
man selves! ' 

It's like he can centre -f.■■ •• ■■ ■ ■ 

j Level 2 1C forging, Ha can keep the hrs going. Good with doth j 
sand skins. 


Tide 1 
Title 1 
Tihel 

Title 2 

[Title 2 
Tltie 2. 

Tilla 2 


Scary_ 

Hermi t 

Sharp Ton pus_ 

Freak _ 

" 'll / ' ,1 T 

Too Much 

Aliy 

St arseer Cadet 
Scholar 

■ j. - 

Academic 

Researcher 


1 Reid Resear cher 
Undecided 


This guy is weird, ptafn and sLmgte. 

He's really srriajJ! Mow’d he learn all that tifufl? 

Dogs evaffioty got anaffitu de like tha tby reading hyofes? 

I guess ha's not that weird after all. . He's -i freak' 

Tso he CAN say same thhTg that isn't Insulting ! 

He needs to gel a lie bit more control ovftr his words and 

[hlsactfons. _ _ __ __ 

Hb and f a re after the same thing. 

I've got a feeling he’s going to follqwjn Saym's footsteps. 
.Well he says he's ascii olansg J pue ss h e te. 

He's studying a little DU, but he's also spending a kit ol time 
with the weights. 

..Now ail: ha doesjs field' r esearch and.comb at trainlfig. 

He's really strong n ow* Bu t what about the books? 

Didn'i tie say tie was a sch olar? 


Trite* 

Titfe2 


Scything Scholar 


His skills with the scythe are unparalleled! f hope he knows 
I what tie's doing. 


Fickle Sickic It's about Hire to step calling yourself a scheter 
j C hemist • - 1C alchemy Knows a lot about alchemy, 

_L.fi yells.]C alchemy. Ms m i.!y. knows tejs sttifij 
level 6 jc ajjcjwny. he knows ail there is to know! 
Hb’s good at locating items where we already found 


! Alchemist 


Claridian Mind 
Scavenger 


i Trait 1 

Medici r. a Masier 

Willi bim around, we can use medicine a lot more effectively. 

Trait 2 

Elitist 

Ha only likes lo talk to other smart people. He doesn’t get 
along well with normal people. 

Tnart_3 _ 

Picky 

H e hates a lor ol stuff 

Trail 3 

!Fussy 

He hates EVERYTHING. 


Ltegstabk Laver 


5o he likes vegetables.. 
Jhfs mood will improve. 


.Maybe il l mb: some in with his meaF, 


MICHELLE 


Title Type Me \ Capell says,,. 



Title 1 

Contused 

:.Dh. man! 1 hope she mistakes me for Sigmund again! Tnat 
tell realty goodt__ ____ 


Title 1 

I Sexy 

She., .shis really needs to do something about always,., 
hugging, but,, .do 1 really mind? 


Title 1 i Fashionable 

Title 1 Gentle 

She's having a hard time out in Bia desert with h&r make-up, | 
[She's a lot stnp^r than 1 first thought, 


intel 

Mult faceted 

She car baa his cur _ 


Tfttat 

Passionate 

Sometimes'it inuks like she tries too hard, but she's a really 
Igoodparson, 


Tftfel 

1 Resolved 

1 think i can depend on her tor the foundation dour cause 


Tide 1 

( Embracing 

All of my tears and doubts pate to the pleasure of be?ng 
wrapped in her embrace. 


Trtle 2 

Initiate 

He r li u gs make my gain go a way 


Title 2 

;■ Stitcher 

■Now she can do s*me basic healing. 


jm.2 

Title 2 

l Healer 

Pro ; safer 

She can handle most of the healing now.. Very dependat e! 

She can heal my wounds and lift my spirits’ 


Title* 

-"ee =- 

j No gashes too deep! Mo bo nos too broken! She can fix il alt. 


TitJeS 

Miracle Healer 

Who's afraid of dying with a healer this skilled arounift? 


Title* 

| Love Doctor 

There's something about the feel of her hand on my forehead 
when she takes my temperature 


ie 

: Herbalist 

Level 2 *'C alchemy. She hue a lot to learn. Good with 
snd medicine 


1 C 

: Pharmacist 

Level 2 !G ajCherny. A beginner alchemist. Good with herbs 
and medicine. 


IC 

J Chemist 

Level A ic a:oh 2 my. Knows i l ot as out alchemy. Good with 
harps and medicine, 


IC 

i Alchemist 

Level 5 SC alchemy. She realty knows her stuflt Good with 
herbs and medicine. 


1 

IC 

f--—- 

Gia radian Mind 

Level 510 aicnemy Site knows all there is to know! Good with 
: herbs and medicine, 


cs 

Beauty 

jShe'ssucha hottte. She makes men stiiverfnTheir Ipintijqths. j 

: j irsi 1 

Coward 

She's not realty into confrontation. 

h - | Trail 2 

Tea Taster 

Shs really an joys serving tea as well as drinking fL She's 
lawfully picky aboul taste, though. 


Trad 3 

Cudtf lv 

She seems to like fighting beside Sigmund and me. 


Trait 4 

Ftyar Despiser 

; She must have been traumatized in her youth. She can't get 

1 close to riving creatures. 


Trait 4 

Flyer Hater 

She's not only scared of airborne foes, she despises them! 


SIGMUND 


HESSIHHI 

H Tltje t 

] Look-alike 

i litis 1 

Wall-known 

iTitiei 

1 Wounded Hero 

j’frtie 1 
fTItiel 

“F0 :*t Light 
ncutter 

[ms i 

T rue Learter 

Title i" 

-?gscj 

[Tilde 1 

I Faiber 

[Title 2 

Haro? 

Title 2 

Hero 

Title 2 

Superhero 

i Title * 

(Great Hero 

J Title 2 

I SMnlfla Hero 

[Title 2 

Libaralur 

[Title 2 

Living Legend 

cs 

Observant 

Trait i 

TAuHiority Figure 

Trait 2 

i Feral Wolf 

Trait 3 

.. : % J.. 

P'ElEte i 

S j(J.j Lever 

Palate 2 

Tomato Hater 


CapeII says... 


Wow we DO 5op5t ajiket 


Hey, shouldn't he he more careful? 


How did he know l would be able to cut tfte chain? 


He's a great leader. I know why every body follows him sc 

loyally _ 

He'll always be remem bere d. 

Now i know,,, He must have known a gout us all along... 
That's why he was so kin d - 
iwonder if aii the stori es atom him aretrna. 

Ha really IS a hero! 


So when he meets people, does he want Ihem to shake bis 
hand or kneel before him? 

His courage and valer bum so bright ly it makes my eyes hurt! 
He's the most famous man alive! Babies come out ot the oven 
knowin g his nam e! 

He’s a man of peerless strengn Even hie "foes worship the 
.ground he walks on. 

He's ready good at figuring out The enemy's weak points. 

His pre s enc e alone gives us strength 1 
'A 1 h e He’s n danger ...... ; . 

Hu’s always •. . 

He really likes soup, and Ts reajl yeflfechys wha n used oh N m, 
Who would have though' Ms only- weak poml would be a 
vegetable? Oh hie irony 1 













































































































































































cnu/ARn 

wm 

bW III 

1 IV 

mmoL- _ i<an_ 

1 Title Type 

Me 

[ Capall says... f \ 

Title 1 

Bad Attitude 

| He's got such an attUude... 

Title 1 

SiQimmd's Fan 

All he ever does Is talk about Sigmund ■ 

Title 1 

Spoiled Brat 

: i don't mind too much but he should really be more tactful 
; especially when givino orders. 

Title 1 

Patient 

: Now he's sick. Oh no! 

Title 1 

'/erniifotm_ 

; Don’t gjve up, Ed! WS 1 ] 1 fix you \ 

•Title 1 

Comrade- 

[He's accepled ei/erythlnq there- fs to accept about me. 

Titta 1 

Pawn 

Yes. his piece fits perfectly : n my plans. 

■ ■MW t -- 

Title 1 

Best Friend 

We al ways kno w what the other Is thinking. It's I ke yve have 
telepathy. 

■Title 2 

Taop oi t 

Keep on trying little man! 

T m2 

Page Boy 

IHis skiII with the sworit is grand—at least when it comas to 
j adlisTfnp ihe blade! Ha!. . 

Title 2 

Sq : 

jHe's pretty he ipfuS and can follow must instructions 

Title 2 

hardpuard 

Now ha's ready to stand by the hero and fight! _ 

TrtlE 2 

Title 2 

Lfeirtsnaitt 

Guardian 

Even the hero depends on him now 

Now he' b Btronqe r than the h ero! He's a master pfdefe.nse! ] 

Title 2 

ant eart 

Maybe he sh ou Id be the main character now... 

IC 

1 Bronzes mith 

Level 2 IC forging. He can keep the fire going. Good with 
metals _ __ 

IC 

■Silversmith 

"Tevei 3 fC forging. He's getting a little better now. Good with 
metals. 

IC 

Goldsmith 

! [mi 4 IC foxing. He's final!;,' a decent smith Gaud with 
metals. 

1 C 

Master smith 

j Level 5 SGfo rging. The greatest snrnft of our ape' Good with : 
mstafs. 

IC 

Ciaridian Hammer 

Level 6 IC forging. Awe-inspiring anvil prowess 1 Gaud with 
motels. 

Trait 1 

Disciplinary 

He's a pretty good leader. Knows how to take control of a 
group^ . .... .._ _f 

; Trail t 

: Thoughtful? 

! Though he's harsh with his words, he cares, his strength rises j 
when an ally falls. 

Trait 3 

I Serious 

He's just too sencus' Even serious about being serious L 

Trart3 

Adamant 

; He '5 so wious aboitt fighting that he sorndinfes gets a 1 ittfe 
[experience point bonus. _ 

Trait 4 

ISiamundite 

'He warships Ep^rrund like a tjadl 

Falsie Pepper Haler 

Patate Pepper Dwpiser 

He hates oeppars. He won't even touch them. 

Don’t even think about putting peppers in his toad! Tbs sight , 
oi ihem alone makes him retch! 



'Title 1 

Guild Girl 

Sim seems to be a member of the Night whisper Guild 

Ti tie i Touma's Servant 

She's a nightwhispter assigned taprocscdng Tpurna's family 

Title 1 

Title 1 

Wise Whisper _ 

Loving Servant 

She's pretty smart 1 wonder if she Studied with Touma. 
siie'a so obvious about it but he just daesn'i gel ft 1 almost 
feel bad for her. 

Titfel 

Swift Servant 

With her. my enemies won't be safe anywhere, e ' ll ' sn in 
the shadows. _ . ___ 

[rufeT 

Tide 1 

Touma Furcvur 

Sacrificial Lamb 

An aristp wil 1 never respond to yourfeajtjjpsiHey«r! 

Wei! if 1 can't use harforEnyttiihg else, i'fi just make sore 
she's useful in battle, 

j Til lei 

ideal Servant 

She's so loyal to him', even though he offers nothing. 1 hope 
tiur hpan reaches him 

.TTtjis 1 ’ 

Tftte 2 

ftook]e__ 

Mig ft [whisper 

She stiff needs a lot more training^ 
wall she can hold tier breath underwater for ten rninuiea now. [ 
r She '5 Improving. 

i Title 2 

Nitditwbispsr 

She’s fast Realty fast. 

j Title 2 

Niatitwhisper Ace 
Sonic 

Nightwhispar 

High Niflhtwhigper 

j Physically, she's in amazing shape. 

| Title 2 

Title 2 

Now she's Duttacing cheetahs’ 

ISoon she’ll ibe able to control the shaddvrs! And hold fancy 
light shows' i __ _I 

| Title 2 

Incognito 

; You know a rnghtwhlsper's good when you’d never guess she , 
was one. It's like she’s in dBgujsa!! I 

CS 1 

[frapmaster 

She should be able to handle lookjed tceESu/e chests or traps. 

1Q51 

High Trap master 

i.Locked lieasurs chests or traps are no problem. She can even . 
delict their locflfiaAl _ 

CS2 

Rummagar 

She's goo-ri at locating nems where wb already found 
isometti ins. 

|GS 2 

High Rummagur 

She's reeily good at locating items whera we aiready found 
; somethiiijj. 

T rail 1 

j Loyal Servant 

| She's more effective in battle when she's fightirtg beside her 
beloved Touma. 

Trait 2 

^ Shady Lady 

Though she’s more relaxed in dark places, it says nothing 
■ about her personality! __ _‘ 

: Trait 3 

Edgy 

. She likes being off to the side, but sha's not the least hit 
antisocial! . . | 

; Trail 4 

. Qrnjead Hater 

Tljar legs go all woijfjjy when undead monsters are nearby 

l Trait 4 

[Undead Despise r 

She's no good against the undoad! 1 better finish any off 
: Quickly for her! 


317 


RICO 

1 II MU 

Tilth Type 

Tide 

Thiel 

Title [_ 

Twerp 1 
Overact! ve 

Tstta 1 

Admirable 

Title1 

Braity 

Tide 1 

Childish 

, Title 1 

Big Bay 

Title l 

Title 1 , 

. Useless 
[Future Hero 

; Title 2 

.Rabbit Tamar 

Trtia 2 

Lion Tamer 

Title 2 

: Beast master 



Where did this, M c qmg tot? Seriously.. 
He 3 pretty brave. Jor a little kid,. 


Wow, even after what happened to his father, lie's pretty 
mugh. 


' He's sure got an attitude It's probably all tha adults he has 
to deal with, _____ 


Title 2 
life a 
nuf2 
Title 2 

: ic 

1C 

1C 


1C 

Trait 1 
Trait 1 
Trait 2 
Trait 3 

Trait 3 

Palate 
: Palate 


Beasimaster 3 


iClaridtaniTamgr 

: Bathmasier 


[Scribbler 


Now he can even gei animals to help him In tattle! 
i ididn'1 even know those were animals! He's the boss of 
averybody ! 


Amateur 


Writer 


Bestssher 


Ward-smith 

Ciamdian Scribe 

Beast speak er 
[ Hyper 
Hyperactive 
[Twin 


Level 2 IGwriting His prose jgd pretty reek of a mate u rism. 

• Level 31C writing, He could make a little money with his 

" l now . ___ 

'LevelTic writing The offers keep on pouring m ! Who's his 

agent? ________. __ 

Level 5 1C writing. St's almost hme he started lecturing at an 
academy. 


; Bug Fan 
Bug Lover 

Vegetable Hater 
1 FishLover _ 


Level 61C writing Each ot his words is 'worth a thousand 

. jj?ldtu r*5- . . .. 

: Look at that! M e~ban iaik to fri en d ly anfo als! 

What did he eat? He doesn't slop, irayir.g! 

He doesn't stop moving[But sometinies lie finds, sl utl- 

He's ip a much better need whenever Fksclip 5s with him, _ 

He gets all excited when he sees.d bug _ 

Bugs make him wild I He worn listen to a thing I say after one 
[shows up. 

_jHe stays far, far awa y from veoetabtes . 

_l He hatas his vegetables, bu t at feast te likes fish. 


RUCHA 


Title Type Title | Cape11 says... 



Look at him! He s w cuts! Ju st a ifttje jedj 

He's o retry mature (or his age. i guess I can't make fun of 

[ him...tog much, __ ... 

I can't get anyt hing out of Bus kid, 

T Someday he might even be a bigg f r he re than Sig mund was. | 
'small end weak animals are the only ones who Hsien to what 
itehastosav, 

H? pan give animals simple insirualions now. 

Looks. like mosj animals are listening to him. 


[ Ever the Claridrans feint betara him 1 
he's mastered the sreient art of having a grizzly bear wash his 

back in the bathtub Astounding!. 

Level 1 iC writing, Look at h im pretend he kn ows haw fa use { 
a pert and carer 


.Title 1 
j Tftte 1 

Twerp 2 

Overachiever 

Where did. to- s,., kid c ome fob m? Give me a hreak 
i know she's worried about her cad. but she should be mure 1 
Gar etui. _ _ _ 

ITTUe 1 

ilTtfe 1 

Commandabie Even after evsrythmg That's happened• she’s |tili so positive. ' 

Little Lao-/ How does she know a bout f HAT? 

ifitlB 1 

Just a K'd It’s good to see her act her age once m a while. 

■Trtia 1 
; Title 1 

Young Adult ‘She'snoorcIinaiykidargrown-up.GhesaycJungarfulT 1 

Useless 1 1 can't get anyth! no out of this kid. __ 

; Title 1 
: Tit le 2 

Title? 

■Title 2 
]TrttuZ 

m 2 

Future heroine _ 
Trainee 

Jr. Summons 
Summoner 

.jr.Msgq 

: High Mage 

Sha'sjoingfo be bEautiful when she grows Up. 

She £ a summoner in training studying Up pn magic . 

She’s getting better at magic. Good luck v: 'h the summoning! J 
She's great with magic now! Gacd 1 uck with the summoning 1 
Her magic’s perfect! Good luck with the summoning' 

No other mage can compete with her anymore. Good luck with 
the summoningl 

Title? 

Magemaste? 

Her sorcery will go down in history. Good luck wiEh the 
summoning! 

Title 2 

Qvermagicker 

Weren't you going to be a summoner? Wbai happened with 
mat? 

lie 

. Mama's Girt 

Level 11C cooking. A fan of sail and pepper. Good with soup i 
and pistteri ____ j 

(IC 

j Kitchen Scrub 

Level 2 IC cooking. She sure likes to cook. Good with soup 
and platters 

c 

| Cook 

Level 3 iC cooking. Her cooking's pretty good! Good with soup^ 
end platters 

’ 1 C 

[Chd 

Level 41G cookmg. She must know every recipef Good with 
soup and platters. 

lie 

1 Master Chef 

Level 5 IC cooking. She's i world-class chef now. Goon with ' 
soup and □ latters^ __ _ 1 

EC 

„. .. ... Level 6 IC cootang. Tlic Gland ians line up fonwd 1 Good with , 

soup and platters. 

pr 

She's good at locating iiems where vie aireadv found 
:S “ ven ' ,E ' sqrmLg. 

• Trait 1 

c . _ . She gets really confused when the enemy launches a surprise 

BiBCWttTB attack. 


[Trail 1 
i Trail 2 
Trail 3" 


Mime 
r Hot Haler 


She gats conf used whe n hie enemy launches a surprise shack. 
Sim's in a much b etter mood whenever Rico is with her. 

Look at that! Did she just imitate one of Rico's s pells! ? 

Hot food SMhjsjojmake her tongue numb. 


PERSONAL SKILLS 




















































































































































































APPENDICES 


KRISTOFER 


Title Type Title Capell says... 


:Lech 



M 





Tide t 

Womanizer 

irs arrajirg how he can act completely different around men 
a if women 

Tiffs 1 

iLHsflul 

.So doss he go for ANYTHING that’s pretty? 

J 

1 Desperado 

So does he qa for ANYONE that's pretty? faulpi 

TiEEe 1 

iriretevgnt 

This guy is useless. 

Title f 

| Impassioned 

well he's sure passionate about what he does 

Title 1 

j Darbnp 

He calls her darting? Does he have no shame? 

Trtle 1 

^Committed 

' Although his words might make you think olhewise, he r s 
pretty serious about Seraph ina. 

Title 2 

■ Nogunner 

Why’s he carry that thing around? He couldn't shoot the broad 
side Pf a darn with training wheels on. 

Title 2 

Towpunner 

Well bis accuracy is up to 30% l guess he's somewhat useful 

Title 2 

: Mi (Jauntier 

Up to 80% He's pretty dependable now. 

Title 2 

Topgunner 

He never misses! What i mp rgvetn ersif 

lirnt 

Oulckgunnor 

He’s great at rapid fire now Groups nf ansmies are kept at 

.. .. :he*ser """' 1 

[He 2 

Machirregunner 

Go increditIv.. .last, l don't know which is more impressive. 

; his s hopti og speed or reloading trme! 

Tide 2 

•Supergunner 

I bet i could blindfold him, and he’d still shoot an apple off 
Gustav's head horn a rni le away 

1C 

'Goldsmith 

Level 41C Jorging. He's finally a decent smith, Goat, with 
metals. 

1 C 

■ 

Master-smith 

Lsvei & 1C jorging. The greatest smith of our age! Cooe with 
metals. 

he 

Ctaiidian Hammer 

Level 6 IG lodging. Awe-Inspiring anvil prowess! Good waili 
petals. _ 

Trait 1 

Operator 

He’s really good at operating machines. especially vehicles, 

Traits 

Flippant 

He’s thougndess to the bone! 

Trait 2 

i Devoted 

Even though he talks to all the ladles. 1 think 1 here's one that’s 
lextrasftecfal. 

Trait 3 

Playboy 

He's a natural lady's man. All he can do is think about picking 
.up women. 

Traits 

Mega Playboy 

He's beyond hptp. He doesn't even listen to me anymore. 

M aybe if 1 was a woman . 

IT: ate 

i Spicy leva r_ 

He likes rite food like his women: not! 

Jq : 4 
strength. 

Wi itoptiofcic 

Tie canT concentrate in the dark, tt seems to lower his 

Trait 4 

Scared'/ Cat 

Tie's doing a little better in the dark, but his strength still 
.suffers. 

^ - 

1 

THIIMA 


1 WWII 

nr i 


1 Title Type 

1 Tide 

1 Capell says... IhSfr .*1.1 

Title 1 

Arislocral 

He looks like he was brought up well — in harsh contrast to a 
certain princess ' know., 

Title 1 
'Title 1 

Siuround's Friend 

•Weil-educated 

Whall? He's .an old friend of Sigmund's? My cover's blown! ! 

7 He knows a lot for having grown up pampered. He must be 
really experienced. 

Title 1 

jrmac&ivt 

_ TMhat's not what 1 was expscti ng . Don t te !! me h e's ,., 

Title 1 

Embterriafic: _ _ 

T know he's nol oad. but bis kind,. 

Title 1 ' 

, Blockhead 

, People like him don’t understand.. 

The 1 

Despised 

It's oof his fault, but.. .but;.. 

tiiief 

j Altruistic 

He would sacrifice hrmsslf id an instant to save another. A 
true nobleman 

Title 2 

, Naive 

He's taking his first few steps in hushido. 

mz 

"-Youth 

He takes good care of himself and does everything in 
moderation. 

litie 2 

Warrior 

Hss policy seoms to be tfrai preparation is ?mportam and 
results can come later. 

Title 2 

"Noble 

No complaints from mo abc-ul his strength. I jusl bops he 
realizes (orhtmsell how much he's grown. 

m¥ 

Samurai 

■He's a true warrior. No one can dany that. 

mite t ' 

Samurai Lord 

_ 0 ne ofseven legendary samurai... 

Tils l 

Super Shogun 

■Why does he call himself that? 

cs 

Dashing 

He's a fine and strapping lad. Any woman would want a 
chancflja talk with him. 

Trait i 

Survivor 

it looks lika bis true powers come out when he's in difficult 
siluaUons- 

Trail 2 

1 

j Wise Loader 

' He : s more effective in battle when bo's fighting beside his 
servant Komachi. 

TralE3 

i Defeated 

It's out of more than d uly that ho protects the empress. 

'Trait 4 

Mask Fan _ 

Masks help him block nut distractions and focus on battte 

Trait 4 

Mask Lover 

^Now tie likes to collect masks. 

■l3f4 

Mask Or-. 

; He's a master of masks now! He knows every type and even 
how to make them! 


Vegetate Lover 

He gets exerted when he eats bis vegetables! 


BALBAGAN 



Title 1 

Brawny 

[frtlp 1 

Burly 

j Title 1 

i Sturdy 

Tills i ' 

Strapping 

Title 1 

Reliable 

jTTlje i 

Unreliable 

Thtle i 

Returner 

TitleJ 

Jolly Giant 

Title l 

Musclehead _ 

pie 2 

Mr Muscles 

Title 2 
mill} 2 

Sir M uscles 

Lord Muscles 

Title 2 

King Muscles 

i Title 1 

Mitecfeetarm 

'Title £ 

Loose Cannon 

1 Trait 1 

] Brutish _ 

Trait 2 

Lucky 

Trait 3_ 
Trait 4 
Palate 1 
i Palate 2 

Enduring 

T :: 
Meat-eater 

I inker 

: Palate 2 

Heavy Drinker 

Pstete 2 

Lush 



Capell says.. 


He’s .got muscles, rfl give mrrs that much. 

It's kjfldjot to n ny how typecast ne is as the strong guy. 

I think tils brain is made out of muscle, too! Motor cortex to 
ihe max! 

;HiS muscles are SG sweaty they’re.. .they're.. .Jilinding! 
j I guess you're worth more than the weight of your muscle ii 
sola ingot. 

! Sorry tor letting you down. . ._ 

: He might be worth something, He never tires in battle. 

: It ther e's anybody who’s ho nest about Ihemsflve s, jt|s him 


sad _ H e's as stro ng as tg i men I 


He's almost too strong to ti ght property ! 

He's finally figured ojut_hp>v to us e ffe strength effectiyaiy! 
Watch him s wing the most titanic of weapons with ease 1 
, He can become one with his weapon and cleave mouniain j 
[astmflar! _ 

All be has to do rs hit his toes with his pinky finger, and they 
g o flying i _ 

His footsteps stir the seas and his breath topples towers. Eight 
out of ten bars deny him antranee. 

He's just so strong! Ha can smash any thing 1 _ 

It looks like he becomes stronger after,a successful surprise 

^attack... 

To the longer a tetlfe drags on to o strong er he gets.. 

He’s just a hjg^-ysry big—kid at iiss't! 

_Ke loves his meat dripping and undercooked. 

The cause and the solution to all life's headaches 
He sure drinks a lot. 1 hope his memories aten'l suffering 
for if... 

He's looking pretty rough around the edges In the morning. 



RAVID 

UMi 1 

W< ■ I Ml 

* 

N l" A i 

1 Title Type 

Title 

Capell says... 

Title 1 

• Arista 

I've never seen an sristo before! 

Title 1 

filBel 

' ; Astro-legist_ 

' Ageless 

[He says he can ses the future, but I bet he’s ; v n^. 

How does he know so much ? He must be realty old. 

; Title 1 

Tide 1 

i Strict 

: Super Freak 

He's sure bossv tov/ards his former apprentice. 

So who trained Kir i ya to act Eke bo does? Maybe Sauto is 
•reaHy... _ 

Title 1 

! '.Vise mao 

; H must have been hard to see his former apprentice turn out 
like that. 

Title 1 

j Emblematic 

Wh3t if his visren comes true 

Title! 

i Gaian Acolyte 

1 wonder how it feels to see the future, especially when it's a 
■ sad vision, 

jjrtie 2 

Tilte 2 

Psychic 
: Clairvoyant 

is it jus? ms or can be preoict tbe futL're? 

[He seems lo be accurate about Ml % of the time! Wow! 

i Tide 2 

■ Starseer 

J Now tie's seeing visions of tats Sfd desrtny F . 

.Title 2 

: Prophet 

i His mggicai rnighl lends pavrer to his visionst 

: Title 2 

• High Prophet 

His prophetic and magical sfcilts are amazing! He should start 
E^chinq again! 

T 2 

; Eilightaned 

m thin king abc 

Tide 2 

] Dvereiilightoned 

i wonder il he sees himself turning gray and going t^ld? What 
.7 . __ \ 

1C 

: Writer 

Lave'; 3 1C writing. He could make a little money with bis 
' writing now. 

'C 

Bestseller 

Level 4 1C writing. Tbe offers keep on pouring inT Who's bte 
agent? 

1* 

iWordsmrth 

; Level 5 ic writing, ft's almost time ha started lecturing at ari 
academy. __ 

Uq 

Clandian Scribe 

Level G IC writing Each of his words is worth a thousand 
'pictures, 

jc&i 

! Linguist 

Where dm ha lean to read ail those ancient signs and 
symbols?_ 

{cs 1 

Tunning Linguist 

He knows every tongue, old and new. He’s a Irue weaver of 

: GS2 

Starseer 

! Having him around makes me feel lucky somehow! 

Trail 

] NatLEEaSiSt 

The murmur of a stream, the small of tha wind... Nature cures 
any ailment! 

Palate 1 

Sweets lover 

• loves his sweets j 

. Palate l 

VegeiabiS Hirer 

j Ha loves nature but bates vegetables? How odd 












































































































































































VIC 


Title Type 


TrtFe f 



Cape 11 says... 


jSnopc 


' Ha must have some good sdurces. 



Title t 

Boy? 

(W-wait a minute.. .He , .he is a he. right? 

Tide 1 

Fraternal Boy 

Even though be grew up elone with his brother, he talks about j 
him a little hit too much. 

Title 1 

JlJT Capell 

So now he wants to be Irfce me!?’ _; 

Tide i 

jUT Capelhtte 

Does he like dressing up as a girt? 

Tide 1 

Tpjsposahje 

Was he really helpful at all? 

TiUeT 

fiile 2 

TU 1 Buddy 
;Snoop? 

: J wonder if he’s got tellings for somebody 111 back h im up! 

He knows a lot, beat is it all on the level? 

Tile 2 

Pickpocket 

He's pretty good with his hands. 

ntteg 

tithe’ 

Trtfe 2 

-IM 

Master Spy 
Assassin 

He's good with inlet and also pretty reliable In battle 

He seems to be well-known in the shadier parts ot society, 
i bet he never loses in hide-anchseek 

Title 2 

High Assassin 

If fie staged a business, 1 bet he'd have clients knocking the 
door down to get to him, 

Titles 

Night Maven 

. Hey! Whare’d ha go'? So stealthy! 

cs t 

Jnapmaster 

Ne should be able to liar die locked treasure chests of traps 

CS 1 

High Trapmaster 

LOc’ked treatyre chests or traps are n-o problem He cart even 
detect their scatters! 

CS 2 

CS2 

Train 

Trail 2 

Sargain&sr 

High Bari^neer 
| Enduring 
:: ra^rnai 

Sometimes be can get us a 1 B% off deal at shops! 

SomBrimes he cart got us a 20 % alt deal at shops' 

So the longer a battle drags on. the Stronger he gets... 

Having * 5 im around makes me feel lucky somehow 1 

' rait 3 

^ Shrewd 

Hs itiinks twice about using consumable items. 

Traits 

i Stingy 

He somelimes thinks twee about using con surname items. 

Traits 

Ssiachop'iebie 

| So aquatic monsters lower hts strength? 

Trait 4 

S:i3cnopbobic? 

He's still bad with aquatic monsters. __ _ _1 


Title 1 

Great B;g Bear 

He's bigger Iban I expected. 

ii 

Angry Sear 

do n't think he iik.es me very much. 

Title 1 

Aye's Beflr 

• So can he tell when Aya’s been hurl? In a special bear kind 
jol way? _ 

[Title T 

Bearmobile 

i think those kids spend a little too much time playing with 

"rCra- | 

Title 1 

H3ndy_Bjar 

He'a so quick: This is great | 

Title 1 

Title. T” 

Boisterous Bear 
Wild Animal 

Sometimes 1 teal lils he mighl be my gFeatesl rival. 

Ail he's jjgod for is protecting Ayg, 

fids 1 

Aya> Friend^ 

He better take good care ot Aval 

fide 2 

F 

j&rrr. 

Title 2 

Big Gear 

Grrrrrr. | 

Title 2 

Tough Bear 

0 r r.- 1 _ 

Title 2 

Brazen Bear 

Grrr. Grar' 

Title 2 

Boss Bear 

Gterl Grooof 

Tide 2 

King Bear 

; Grppo! Grooo! 

Title 2 

Bear ot Bears 

Graaar! Groop! ~ [; 

CS 

T ranker 

Sometimes hB can find materials when tliere are no enemies 
around. 

CS . 

_ High Tracker 

J.He can fold materials w hen there are no enemies around. 

Trait 1 

Trait 2 

Trad 3 

Grinenbearil 
i PEar-hatided 
A'fi'i Man 

When OffS- In danger, he gets even stronger than usual! 

Or course lie's powerful! He's a bear! 

He Bees tg fight alongside Ayat Grqpg! 

[Trail A 

Trait 4 

.Cape Hi yore 
[NonchaltPH 

' He jus! doesn't seem as useful when i'm nearby... 

1 think ns just tried lo trite me when 1 got dosejo Aya! 

Pa late 

Fsh Lover 

Look ai him eat tnose Tisfii Thev nave a oood etfeci on him 1 








gggr a£kMl 

Wtr . C ‘ , u 

■ ’ *z*. 


■ Sharp Torngije _ 
jAjj's Guardian 



_ 


Ca p el I says 


She's pretty cod, tin! seems a bit t oo bossy 
She fig his. for ..• at she he i-ves in no matter what. 

She says some pretty mean stuff without Winking an eye. 
She really cares about Aya. 


.Title 1 
] Title T 

■ Lethal Weapon 

Unrequited 

She's valuable m battle. 

She should knew better than to think one of them could 

T Title t 

Exqyrs-'Ee Bsauly 

She l s so pretty, she looks tike a doll even when she's net 
standing sti:l. 

unttsrstand our Filings... 

Tills 1 

Problematic 

l don't Wantaiylbini] to do wittt her kind. 

1 T ItJeT 
Jilt la 1 

Emir s Avenger 
future In-law? 

Srio has her righl to vengeance, but 1 don't nave to help. 

You never know. 

'[Title 3 

Spurted 

So just because she hides her tee lings doesn't mean she 
doesn't rea Ifyjiave the m... 


; Nile 2 
Title? 
Title 2 
"Title's 
Trtle 2 

Title 2 


jHjfeiin^ 

; Freelance 


■ Eel I a word_ 

M encatary 

Waridra 

; Overpriced 


Cook 


i Chief 


Master Chef 

i—— 


iCfarfoan Chet 


:Trait 1_ 
Trait 2 


pjsciphnary 


! Harsh Mistress 


Pa fate 1 
PaFale 1 

Palate 2 


'■ Maidenlike 

i Collector 

iDnnker 
Big Dri---r 

Sheets Hater 


She's too weak to be of. any uss. 

I wouldn't think of hirin g her unless ihe cost was rea-ly Joy; 

She looks like she's earned Ihe respect of other mercenaries. 
She’s been through a lot_of baffles now. A very reliable ally. 
Shu's an suthentic and respected mercenary 
Herjjre^gnce a lone sen d s_l_r emo rs Ih mii^hjhu Enemy ranks 1 
She's good .TOO good! I cant afford her anymore! Anybody 
g ot a coupon?_ 

Laval 31C cooking. Her cooking's pretty good! Good with 
bqqzs.and to D'.yls. 

Level A 1C cooking. She must know every recipe I Good with 
bowe and bowls. _ 

Level 5 1C cooking. She's a world-class chef now. Good with 
r booze and bowls. 

Level 6 1C cooking. The Claridians line up for food I Good with 
booze and b owls. 

; She's great ii commanding a group. 

The can be a little rough sometimes, but it’s only because 

I she cares __ 

. Although she doesn't show it very much, she has a gentle 
S’de. too. 

Although she doesn't wear it much, she $ got a penchant tor 

fiVi - y. __ _ __ _ I 

She [ikes alcohol 
Sbf [byes alcohol! 

)She can't stand sweets. Maybe she got too much sugar Tram 
■all Hie drinks? 


Title 1 
'Tide T 
Title 1 
Tille 2 
filleT 


Klfe Love r? 
Elegant Beauty 
Eternal Beauty 
Street Performer 


: Witch 


So may he she does have feelings, for Kris? 

She's pretty, even when she's joking around with Kris 
1 bei she'll be pretty like this forever! 

She's g ot a c ouple tricks up her sleeves. 


Title 2 

Title 2 

I Magician 
Enchantress 

Now she can cast all kinds of magic! 
j Her potential for destrovinci things is mermino. 

Trtfe 2 

: Sureetess 

Them can't bE very many other magic users with her skill 
and power 

; Title 2 

_High Sorceress 

in terms ol raw desliwtr/e power, she's number one. 

Title 2 

[ Koll Revolver 

She's too dangerous! She's gut to be kept under close watch , 
by Ihe govern me n t! ___ _ 1 

lIC 

: Chemist 

Lsvei 4 1C alchemy. Knows a lot about alchemy. Good at 
making magic pear. _ 

lie 

i Alchemist 

Level 5 1C alchemy. Slit realty knows her stuff! Good at 
making magic gear. 

]ic 

: Clarfd ian Mind 

TUvel s 1 C alchemy. She knows all fhare Is to know! Gooc at 
■oak ng magic gear. 

Treitl 

Tranquil 

She’s ready resist ant to status ailments, ti must be her simng , 
mentality __' _ 1 

Trait 2 

:StCtC.. 

it’s impossible to read her face! 

Trait 2 

Gny G r 

So site's pretty shy after ail: 

Traits 

Composed 

She's got a calm and dignified aura. 

Traits 

■■ Stubborn 

She's actually pretty stubborn. Ones She's made up her mind, 
there'sjiu ebangi ngrtl ; 

Palate 1 

Soup Lover 

She really likes soup. Look ai har sluro! 

Palate 2 

Chicken Haler 

She doesn't like eating chicken, or even fighting them! 


PERSONAL SKILLS 
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The Order of Chains, led by the Drcadknight, has locked die moon in 
place with massive chains to leech its power* The ominous power of these 
chains has spawned deadly creatures that blight the land. Crops fail, trees 
wither, and humanity cries out for salvation* Who wiOheal the land? 
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